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CORRECTION 



After going to print, errors were dUcovered In Unfvene s owner's manual 
Please make the following changes In your copy of the manuni. 

PAGE 1.1 

Second column, flrrt paragraph, 6th fine from the top- 
Delete "somehwere". 
Insert: "Somewhere". 

PAGE 2.2 

Delete fJrst paragraph. 

First paragraph should now read: 

After creating your player disk and placing the parts 
aboard your ship, you may create back up copies of 
the originais by seleaing the save g<?rne option on the . 
night menu. This section contains a back up utility. 
The back up uti'ity will also create copies of your 
player disk. .Replace tne original disks back into their 
proteaive sleeves and use the copies for playing the 
game If at any time something should happen to one 
of the copies, you can make a fresh one from the 
originals. 

PAGE 5.1 6 

Fifth paragraph, 3rd line up from the bottom: 

Delete "On the Parts Ust. all funaions have the.r column headers underlined " 
Insert: On the part3 list, all funaions will be listed foltov^ying th« visibility faaor 
and preceding the sophistication faaor of each part." 

PAGE CM 

Second chart (SUB-LIGHT DRA/Ej 
Pa ft # 8 ( Induced Gra'vityJ 
Under cost column: ^ 
Delete: "29.000" 
Insert; "36.000" 

PAGE C.I 1 
Second chart (CREW ARMOR) 
Part numbers missing. 
Insert; M 

(Pan- tra) 

1 (Ke-.ex) 

2 (Woden Gyfal) 

QUICK REFERENCE CARD 

PARTS PIACEMENT. 

4th entry under FUMCTION column 

Delete: "Moves fon-vard on part " 

Insert; "Moves forward one part." 
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NTRODUCTION 



HISTORV 



Dunng the laner pan of the First Stedar Exp.insion it 
Decame evident that the resources from planets in a 
sphere some 40 light-years across couW not support 
the ev-'er-expanding co/omzation effort. 

Kperdnve had opened an era of fast, economical 
r-ave! bet^veen the stars. Before its irvention inter- 
sreiiar journeys consumed hundreds of years. U'lth its 
'.-e, fignc-yea.'s can pe crossed in a maner of days 
'-cweve.^ the hyperdnve is not without its /imitations 
Cne of them .5 me enormous expenditure of energy 
'e-.j.rpq to enter hyperspace. The second is the sc^ 
fed Wass Limit." which, stated simpfy. prevents 
exc?ssivet>' large ship from entering hyperspace 
. nese r^.'o raaors effeaively set a limit to the distance 
a single ship can travel without refueling. Convoys 
V. ere ar^empted Out the uncertainty involved in reen- 
tering normal space scaners the ships too far apart to 
te effeaive. Fuel depots were and still are limited to a 
few advanced colonies and dependence upon finding 
? •-vorid to mine fuel from often proves d/sasterous 
Experts were predia/ng an end to the expansion. 



A research ship traveling far outside the habitable 
zone of Tau Ceti discovered a huge artifaa 31 billion 
kilometers from the star and over 27 degrees off the 
plane of the ecliptic. Entire scientific communities came 
to study the alien object. Eventually, records were 
recovered and mankind saw th« faces of an alien rsre 
perhaps millions of years dead. 'It took little study to 
learn the purpose of the great machines: a hyper- 
space booster. The booster had the capability to 
p^cpei a spacecraft not by tens but by thousands of 
I'C^t-years. Since the booster itself did not enter hyper- 
space. ships of sizes up to the mass limit could travel 
great distances with minimal engine power. 

Years of research continued. Scientists were unable to 
derermine why the aliens had ?b3ndoned the txxDster 
or where they had come from. The booster contained 
^ map of millions of stars but fev/ of them had rece'wd 
any special designation 

Finally', the control system was deciphered and test- 
flights were made. They proved the machine to be 
^J'V funaional and the technicians' knowledge of the 
aiming system adequate enouQh to allow regular use. 
The Second Stellar Expansion had begun. 



You are in a cluster of stars known a^. "The Loca' 
Group. • You are unable to convnunlcaf w^th Earth 
because travel using the bcoster Is $trict^y one-way 
Packages from Earth arrive e^-ery 25 days, wft/i e>jm- 
ples of their latest developments In technology They 
reenter somehwere in orbit around A.</? vtjur home 
planet and the rrx^ther planet to the Local Group The 
technical level of the Local Group is behind Earth s 
the packages are vital. Progress has been swift since 
the first colonists arrived, but it will take more than 
200 years to achie..e a technical lev^l equivali-nt to 
tnat of Earth's Some star5yste,ms in the Local Group 
have not progressed as rapid?/ as Axia because of 
cultural and environmental differences Yours is a 
planet specially noted by the aliens for some strange, 
purpose. There is evidence th.atyou are not the first to 
colonize it. 

All is not well now in the Local Group. There Is 
dence of slave trade, atrocities, oppressfvir gcr;crrv 
ments, and piracy on some of the less-developed 
planets. But far worse is the disturbing news that, for 
the past 80 days, not a single package has arrivrd 
from Earth. The last few communications had not 
mentioned any trouble and the sdentists h,ad reported 
that at last they were able to duplicate some of the 
parts within the booster. RurDors atxDut what h^s 
happened to Earth are rampant Some say the Earh 
has been destroyed by war. Some think tiMil Eanh 
may have been hit by wfiatever destroyed the race 
that aeated the hyperspace booster. Others hav- 
theories about the booster exploding or the aliens 
returning to take their machine back, atiatcier the 
case may be. the Local Group is on th,e verge of panic. 

Only 15 days ago, the Ajcian Central Educarior^l Insti- 
tute announced that it had c-idence pro-vine tt-Ci 
there is a secorid booster somewhere in t^>e' l.o-cal 
Group. You and your coHepues ha>/>? dedded to search 
for the missing txxjster. You lA-cn't recerv^ a fre^ ship, 
so in the midsts of your searching, you're coing to 
have to earn a living. 

Be the first to find the missing hyperrpace booster 
and your fortune is made. Fail, and a cTvilizaocn 
encompassing a volume of se-^-^ral thousand light- 
years may fall. The need for a hero has never be^n 
greater. 
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HOVVTo USE T-Mrr 

'e- to Play Much cf7N j^'uT ' °' '"^'^ S^'"^ 
>'Ou may not ever nn '^^^'Prnent 

scTiet.me ^ °^ ^^'^ ^0 purchase for 



cj.'te 

Tn. 



^ P^^v.cat,on;,nd Orbits 

5 Using A/ienus ^ oup 

6 ^--c^ Effects and 7he/r Meanings 

-^s^^::: to the cor> 

'^^ci'ng. Th,s w,f/ /ead doS ! ^ ""^ ^^9>n 
/Vote; 

• ons purpose ocerartn , w ° ^ec- 
^ pose te^'s whenTn^SiT'' ""P'^^^n^^/on. Pu^. 
'-^^^'cu'.r system or pa^^ofrh.'^^^'^ ^""^ '° ^ 
<=eta,/s What your ac/Sn. ^ P^og^^m. Operation 

Pr,dge 'mp/ement;^/nnTn ?'^^''^'^P'^°n 

V used' w4h^^^ rprSs'^cS^rr 
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GETTING STA RTFi-i 

sacv /n,o their pZ,^^ S . ^^rfif' 

tor playing the oame if ar lZ7 " 

happen to on^ oT^l ro^ '"^ something should 

.*^s.>....,,ecu5e"%rn4-^;-°;S:^^. 
S^wVl^^s^^^to^JS? "° » 




1 ■ - 1 



P^-AVING UNIVERS R 

HOW TO aPCTD/VT-r- 

^'-'tRATE Your f^-m rirTI " 

" " S ^ A R S H f P 



ship. ^ '^^'^"°^^^U'P"^ent) aboard >our 

HYPEf70f?/VE 
^heory of Operat/on: 

^^^ce, tne a.m.ng system usrdtn "^'^'^ ^P^^' ' 
^^re enough to re'tu^n r^'J/ef o ^'oaT'^, 
^ paa.'cu/ar ofanet " P^'rt/cu/ar star, nor 

^Pp//cat/on- 

T should onv be uiriV,, '"""^'^'radius. 

\J^'frn/ngj: 

sge TOy ,„J,r 20 000 KitoTOters or dam- 



smoGE 

JJieory of Operation- 

rS." ^''^ ^'^^'^^ ^^'P w^re :he ca 

•^PpHcat/on: 

The bridge /j not aauaJ.V fs-^mr^^ 
t'^^t it is assumed the vln^ 9^"^= ^ 

commands. "^^"^ 't v^tT'e gr.-ir 

^i*rnlng: 

^"^^'g? goefiTrfdam^e'p^fnT' '"^^ ' '''^ 

ACCUMULATORS 
Theory of Operation: 
The accumufators are th? int-r^ ^• 
between power g^ra^n ' /IJ^^'^^* >re, 
are nothing more than h arjS,^°"'""'P^°^- 
battenes. cWrte!?'<;^n 1^;;^,^^^ 
current whi/e some app//catir>n«^ k ' '^'^^'^^ 
h>1Derdrive. require brS?S°"lvl"^ "^^'"S t^'^ 
The accumu/ators can oroiS. ^K PO'-ver. 

ing power over ^^^^^o? ?:Vanf '''Y ''^ 
instantly. ° releasing it 

>^Ppncat/on: 

W row through the accu™,„or, ,s au,o™,t 



SUB-UGHT Df?/VE 
Theory of Operat/on 

S-e^tXr^^^^^^^^^^^^ ^'--erent forms. 

fes wh,;e others use cCnt^.J"' ''^^ '"'^'^ ^'^cf- 

sh'P forv^ard in space Due n '^h ^'"^^ '^'^'^ f^<^ 
Absolute i,m,f on a^S V^^'' °^ "9^' ^^"9 

^P^ce. a tnp perv^een ^ h^I"'"""'^ 
;ou,dt..es years us:^!^^^^^^^^^^^^^^^^^ 
Applications: 

ob/ects ,h orWaX a pS^r""'"""^ 



CO^A/ERTE/? 

Theory of Operation: 

The converter transforms Ore IV „w 

tope of ^.ogen, into elea^^^/^nlfrr ''"^ 

Application: ' ^' 

XM:::rth™x^^^^ ... 

required for a PartSa^i'^'^'^I^.^^" P^^-^^ 
running, it produces a low "C.^^ ccn^rter is 
is not enoCgh Or^fV Tor jT^'l'^'''^- ^'^^^ 
required, the compu^rvJf h?^ ^^^"^ P^^^r 
complete its current 4 ToZT'^'^ '^^ ^° 
"'V deplete >our Ore ^V^^^?,^^^^ ^" ^^'^----t/- 
U^arnlng: 
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PLAYING UNIVERSE 
HOWTO OPERATE VOUR STARSHI^ 



DOCKIfv/G ADAPTER 
Theory of Operation: 

Attached to the exterior' of the ship, the dockino 
adapter seals around the outiide of another shio? 
a.riock. Th.s allows transfer of goods and personnel to 
De conducted without the need of breathina 
equipment 

Applications: 

The adapter is used to transfer boarding troops into a 
target ship and transfer captured goods back to the 
attaching sh,D It is automatically used when you are 
bearding anorher spacecraft in the Weapons seaion 



irJErrriAL coMPEivsATOf? 

Theory of Operation 

The .'nterTial compensator creates a localized internal 

gravity field in the spacecraft. 

Application: 

A sub-light drive will produce sufficient acceleration 
to sauash the crew inside a spacecraft. The inert/al 
compensator protects the crew from the effects of 
acceleration py creating an artificial internal gravity 
field that protects the crew from acceleration. 
Mote: 

If you do not have an i^^er:ial compensator, your max- 
imum acceleration will be limited to 3 gravities. 



ORBfTAL SCANNER 
Theofy of Operatfon: 
. The orbital scanner Is a sophisDcated radar t^ot can 
detea Objects spacecraft-Size and larger on a pLn^ 
ta^ scale, and planet-size bodies on a solar sc3ie it 
cannot generate a picture or discern parjojiar f-^3- 
tures of an objea. it can on V tell if sor:^^lr^ is l^'^ 
/Application; -y u..,. 

The scanner is used to find d^^cks. high r^solu-nn 

nn J^ l''^'''- ""^'''"9 '^''^^^ P'anets oi?t. 
ng about a star, and the spacecraft's position in 
spoce. 

Important: 

The user must be within range of a scanning t:^,-,c-n 
to produce an orbital scan. The scanning beacon i^a 
satellite located at an orbital radius equal to five t;mes 
the radius of the planet. u. n« 



RESOURCE SCAWNER 
Theory of Op«ratlon; 

The resource scanner is used to scan planetary sur- 
Application: 

TTTe resource scanner is automatically sWtched on 
v^4^en the user begins mining procedures. The sr^rvier 
finds mining sites and displays ore concentration 
natural hostility, and population sophistication dati 
on each one. This enables >^u to selea the site with 
the best danger to payoff ratio. 



HIGH DEHNmON SCANNER 
Theory of Operation 

The high definition scanner uses a large part of the 
elearomagnetic spectoim in order to produce a highv 
detailed piaure of an objea and an account of th- 
spacecraft's most probable configuraticn. 
Application; 

The high definition scanner can be used to determ-n^ 
whether a particular target presents a threat It car^ 
also be used to find choice targets to board and 
plunder. 
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PLAYING UNIVERSE 
HOW ro OPERATE VQLJO c=-^";: 

M/SS/LE RACK ^ « ;=3 M I !=> 
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M/SS/LE RACK 
Theory or Operflt/on- 

'^pp/lcat/on; 



M/SS/LE LAU/VCHER 
Theory of Operat/on- 

App/(cat/on: 



LA5ER 

Theory of Operation- 

App;/c;it/on: ' ^ " 

^"he 'aser can be used for def-p^o or off.„ 

t^.'ceti ,n orb.r Note thlt Z'Zl^ ''9^'"^^ 

-yG...<s fD.ogrammed mhib/tion/. 



SH/ELO GE/VERATOf? 
Theory of Operation- 

^^v^c^aTo^;^^^^^^^^^^ 

Shoots a pu/se 0° <nS^!f ^ ^^'--^W cenea 

distorts and diff^S'it ' on^^ "^'^ °^ ^ "^'"f^r. or 
App/;cat,on- ' °^ '^^r^bearr,. 

ab,e to ito^a^ 

^LECTRO/V/C COUAH-ERMEASURE 
Theory of Operation 

sti/f the same.- EJearSro^ «'^^ents are 

process oOamm,:^"^^;^;^ - ^CM. ^ 
and m/$s/le gu/dancelOsrerns STJ^/, ^""^ 
c« the odds^f an 4?^^ nS,e hfr^^"^^^ 
'^p//cat/on; ^ *^ ^'""^ >^ur sh/p 

/a ' ^uto..atica/(,jam m/ss//es as they corr^e 
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PLAYING UNIVER SE 
HOW TO OPERATE VOUR STARSHTr 



ASSAULT CAPSULES 
Theory of Operation 

'^5s?uir capsules ^re eiea^o-gfa^/Itically driven space 
shurt'es used to land troops on the surface. They are 
heavt/y armored and contain two or more Voiqt- 
Effec cannons. , 
Appllc;»tlon: ' ' 

The assault capsule rs used to clear a hostile area prior 
to deo.'oyment of ore processors. 



CARGO HOLD 
Theory of Operation; 

The cargo hold stores up to eighty (SO) items of ^^ 
ing size in an atmosphere controlled environment 
Application: 

Cargo is automatically stored in the cargo hold. 
Warning: 

If the cargo hold is destro>'ed, all the cargo inside 
lost. 



CREU/ ARMOR 
Theory of Operation: 

Crew armor is used to protea the crew from injury 
and supply additional speed and payioad capacity 
during boardings or ground assaults. 
Appllait/on: 

The computer will automatically ask you for armor 
when it (s needed. You may have only one unit of 
armor per crew member. 



ORE PROCESSOR ' 
Theory of Operation: 

An ore processor is a giant mining platform that can 
(and on the surface of habitable and airless worlds. It 
has no defense capability and its mining lies must be 
relatively flat and hard. 
Appllc;»tlon: 

Ore processors are used to mine ore at mining sites 
which were found by using the resource scanner. 
They can process raw rock at' varying rates of effi- 
ciency 



CRYOGErj/C VAULT 
Theory of Operation: 

The cryogenic vault is a tow-temperature (98 degree 
KJ storage area for passengers and prisoners. Puttin. 
non-essential personnel Into suspended anImaMo 
greatly reduces operating costs and accomodatior 
size. A person entering the vauft Is pumped full r 
cryo-protectant and his body temperature is reduce 
to that of fiquid nitrcgea TTie thawing process ' 
rapid and a certain percentage of rcvfvafs faff. 
Appflcatfon: 

Ths cryogenic vault can be used most profitably t: 
carry emigrants to otfTer wrjrJds. Many planets nee-- 
hard-vi/orking immigrants. Underpopulated world 
encourage immigration with kickbacks to transpor. 
captains such as yourself. Passengers are placed Intc. 
the cryogenic vault automatically after returning fror 
■a Starport or completing a ship-to-ship boarding ir 
Weapons. 

Note: 

To find the loading status of the cryogenic v^ult 
check the miscdlaneous seafon of Reporr Status anc 
look under the heading of "passengers." 
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HOW TO OFaERATe VOUR BTARSHIP 



ORBITAL SHUTTLE 
Theory of Opf?r3tlon 

-ne orbital shurtie is an eiearo-gr^vmc transrvort used 

or sui'poa-to-s/iip operations. 

Application; 

rhe orbit.?! shurrie is used to o^rry c?roo. migrants 

•"'nd ore to and from starpoas 

Wnmlng; 

OrDit?' shurtfes have extremefy lim/ted range usuaify 
ess :^?n 1500 kilometers It is necessary to manue/r 
vour soacecra': ti an extremely low orbit to facHtate 



A',/rCDOCTOR 
Theory of Operation; 

The autodoctor is a complex medical computer/robot 
able to diagnose and treat a rrTyriad of illnesses and 

injuries 

Application; 

"^hc autodoctor is used to heal boarding casualties 
only It will operate automatically '.vfiencver you are 
running the Boarding section of \X/'eaponj. 



RESCUE FODS 
Theory of Oper.Ttfon; 

Rescue pods are a coileaion of 50 to 3CX) small cl^s 
spheres, each with a 2 ho ur air 5 ucph/. 
Application; 

Pescue pods arc used for "(n.iss prrsnnn«l tranr 
without the need for a docking adapter. 



COMPUTER 
Theory of Operat.'or?; 
'A machine which processes data cs'ng p'-d-fin 
'nstruaions which arc prodded L?/ rfie pf 'X'Mms 
in mass storage. * 

Appdcpt/on: 

Th,e computer is used to contrc! niany n -he r^/sr-r 
on the ship. A particular prog.-am is fc- luir-^'d for 
particular system. 

Tht ship is destro>t?d and the gome ervis If comp.o' 
dani?ge goes befow I danvg':' po-nt. 



ORE STORAGE 
Theory of Operation; 

Ore Storage is the series of cdmpartmcnr^ where ore 

IS stored on your ship. 

Application: 

Ore 13 auto-mat'caiv placed and removed in th»» sec- 
tion cf the Sh;p. I 



CRPI/ QUARTERS 
Theory of Operation: 

TT^e crew quarters are the seaion of the ship w^^ich 
contain the sleeping, food preparation, recreation, 
and ranita^' facilities for the crew. 
Application; 

Crew usage of these facilities is automatic. 




ASSAULT CAPSULES 
Theo.-y of Operation 

'^ss?uir capsules are elearo-gra>/itically dr^n space 
shurr es used to land troops on the surface. They are 
heav-v armored and contain two or more Vo.at- 
Effea cannons . ^ 
Appl/cptlon: ' » ' 

Tbe .-.sauic capsule -s used to clear a hostile area prior 
to deployment of ore processors. 



CARGO HOLD 
Theory of Operation: 

The cargo hold stores up to eighty (30) irems ofv^r 
ing size in an atmosphere controlled environment 
Application: 

Cargo is automaticalhy stored in the cargo hold 
Warning: 

If the cargo hold is destroyed, all the cargo insidp 
lost. . 



CREU/ARMOf? 
Theory of Operation; 

Crew srmor is used to protect the crew from injury 
and supply additional speed and payload capacity 
during boardings or ground assaults. ^ 
Application: 

The computer will automaticalf/ ask you for arwor 
when ,t ,s needed. You may have only one unit of 
armor per crew member. 



ORE Pf?OCESSOR ' 
Theory of Operation; 

An ore processor is a giant mining platform that can 
land on the surface of habitable and airles5 wt^rlds It 
has no defense capability and-iti mining lies must be 
relatively flat and hard. 
Application: 

Ore processors are used to mine ore at mining sites 
which were found by using che resource scanner. 
They can process raw rock at varying rates of effi- 

^ Iff nCj"' 



CRYOGErJIC VAULT 
Theory of Operation: 

The cryogenic vault is a tow-temperature (98 degree 
KJ storage area for passengers and prisoners. Puttin. 

^e^r^fr?" P*''^""*' ^^^nded animatio 
greatV reduces operat/rig costs and accomrxlatior 
size. A person entering the vauft Is pumped full c 
ciyo-protectant and his body temperature b reduce- 
to that of liquid nitrogea The thawing process * 
rapid and a certain percentage of revfvafs fa/1. 
Appflcptfon: 

The cr>ogenic vault can be used most prcfitabV t: 
carry emigrants to other wrjrWs. Many planets nee^ 
hard-working immigrants. Underpopulated world 
encourage immigration with kickbacks to tran^por 
captains such as yourself. Passengers are placed* intc 
the cryogenic vault automaUcalV after returning fror 
■a Starport or completing a shi>to-ship boarding ir 
Weapons. ^ 

Note: 

To find the loading status of the cryogenic vault 
check the miscellaneous section of Report Status anc 
look under the heading of "passengers." 
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MAVlGATIOrj AMD ORBITS 

The area of space containing the Local Grcuo 

on a s,de Appendix A contains a list of stars andV^e; 
coordinates w,th/n this cube. f Jote t^t the horr» star 

cut^' ^'^'^ °^ 

Navigation from star to star is accomplished usinn 
hyperspace. The X. Y. and Z coordinates of vour d^s 
t.nat.on are fed to the hvperspace nav^gafen pr'o- 
gram and the rest is handled by t/ie computer a 
hyperspace jump, regardless of the distance tak-s 6 P 
'days. j 

Navigation within a solar system is accomplished u^ina 
sutvl.ght engines. In order to move from planet to 
planet, you need to feed the $ut>!ight na-Wgation 
program the current coordinates of the planet. Since 
planets move, their locations cannot be presented in 
a table. Rather, the current coordinates of a destina- 
tion planet can be obtained from the solar scan in the 
sut>-l.ght drft/e seaion. The coordinates for a planet 
are gfven in spherical coordinates, v^th one slight 
^ modification. Here is a diagram illustrating solar coor- 
dinates: 



Planet or Ship 



z 

A 




FIGURE J: SOLAR COORDINATES 



VX^ere p = distunes from the star (rho) 

= angle in the plane of the ecliptic (Lhet^) 
<i) = angle from the plane of Che ediptic (phi) 

When arriving at a planet, you are p'aced into a 
standard orbit which is to be defined as an ortit v/th 
a radius four times the radius of the planet Ail other 
coordinates for the orbit are zero. 
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M/\VIGATIOrd AMD ORBITS 

Changing p/aneuf>' orbits are also accomplished usifTq 
sub-IiQht engines. For planetary orbits, it is necessary 
to feed the subiight navigation program the coordi- 
nates for the new orbit. Planetary orbits are defined 

as follows: 

z 
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Planet 



Ship 




X 



vx-'here p = distance from the center of the planet (rho) 
9 = angle rn the orbit (thet^) 
c = inclination of the orbit (epsilon) 
= angle in the plane of the ecliptic where the 
inclinations of the orbit is maximum (theta-epsilonj 

N'ote that p (rhol is equal to the radius of the orbit, 
•^eep in mind that tnis value is measured from the 
center of the planet and not^the surface. This means 
rhat if you are orbiting a planet that has a radius of 
7000 kilometers, the minimum orbit you can establish 
IS 7350. The 350 kilometers above the 7000 is to 
allow for atmosDhere This amount will vary from 
clanet to planet and can be calculated by the formula: 



FIGURE 2: PLVJETARY O.^Birs 



minimum orbit = planet radius x 1.05 
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The : jTiputer system aboard your ship consists of a 
ccc-p^rer processor and a mass storage unit These 
un,:, .vork togetherto perform all computer aaMties 
aoo^.ci your sn,p. The mass storage unit stores the 
.orograms. wh./e the computer processor executes 

There are ten computer programs that)^u may pur- 
Chase to run on your computer. Two of the^e pro- 
C'ar^s. suc^i.ght navigation and hyperspace naviqa- 
-■on. a-e at?so(uteiy essential to operate >our ship The 
oi.o'vvng ,s a description of each of the ten programs: 

^X'eapon 

Controls the /oad.ng and aiming of missiles and lasers. 
Autoflre 

"^'S program is not Currently implemented. 



PLAYING UNIVERS E 

OPERATIOPvl OF THE 
IIM BOARD COIVIPUTER 

Amphibious Aswuft 

This program controls the descent arid depJoyment of 
assault^capsules. It must be running for as2ult 2^ 

Defense i 

The Defense program causes s>-5 terns aboard iour 
Ship to emit bndom radio-pulses In an effort to corv 
fuse incomina missiles '■^ ^~>'^ 

. r?esource i I 

Controls scanning of a planet surface for valuable 
ores. Must be used to land ore processor. 

Docking 

Performs alt computations necessary in order to dock 
your Ship wth either another ship or a drydocV cS- 
rZnni^Sr^^ ^ ^"''^ program i?r>2t 

Shuttfe Control 

Controls the ascent and descent of orbital shuttl-s 
Must be running to land ortoitaf shuttles. 

Sub-c Navigation > 
Petlorms all computations necessary In order to exe- 
cute a sub-light maneuv-r. In addition, this prooram 

to make the maneuvtjr totaiy automat.'c If th/s pro- 
gram is not running, no sub/ight mancj-vrT will be 
permitted. 

Hyperspnce Navigation 

Performs all computations necessary in or'^-r 

cute a hyperspace jump, if this program is not njr>. 

ning. no hyperspace travel wi!} be permitted. 

Market 

/»>nafyzes tfie cargo aboard vour ship to determin- -h- 
category (ie. food, narc, art/) of each pi-c* If'ih i 
program is not running, y^u wli not fc^ sb'- 
determine the category of each piece of caroo 



PLAYING U NIVERSE 

OPERATIOrj OFTHE 
Orj-BOARD COMPUTE 

Each of these programs has a characteristic called 
nmesh.ire. This is the amount of time-space the pro- 
gram occup.es in the computer processor and mass 
storage Appendix D contains a list of proarams and 
the-r t^meshare va/ues For instance, the resource prc^ 
g^am takes up avo timeshare units. From Appendix 
C. under processors, you can see that the Alkis 2 
processor can hold up to 12 timeshare units This 
means r.nac rhe f?esource program consumes 2/12 of 
'^e processor space. Also from Appendix C. under 
Vass Storage, ycu can see that the Skandis unit can 
score to t\vent>-five timeshare units Thus the 
resource program consumes 2/25 of th^ storage 
space !t IS important to note however, that processor 
scace :s on.y used when a program is running Stor- 
age space on the other hand is used regardless of the 
. --un state of the program. 

A program in mass storage has three charaaeristics- 
status, load state, and priority. All three of these char- 
acteristics can pe viewed or changed by you at any 
time in thej Program Control seaion. 

rhe status of a program may either be "run" or "halt" 
If the status is read or set to "run", the program is in 
operation and uses up processor space. A "halt" con- 
dition suspends execution and frees up processor 
space The status condition' does not affea storaae 
space ^ 

Tne load state of a program may eithe.'- be "auto" or 
■ manual". If a program is set to manual, the status of 
that program can only be changed by you. A program 
in autc state can have its status changed by th** com- 
puter melf. For instance, if the hyperspace navigation 
program were in a halt status with auto load the 
computer coufd begin executing that program if 
reeded If you anempt to plot a hyperspace jump, the 
computer wi/l run the program automatical^ without 
\'our having to change the status manually. 
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The priority value of a program 1$ onV meaningful • 
the progra.m is set on auto load. Friont>- va/tr^s rang 
from zero to nine, with nine having the highest prio' 
ity. If the computer encounters the reed to run 
program which is set to auto load, It will Urst ch-ck 
there is enough free space In thr processor. If thcr<- 1- 
It will simply go ahead and execute the program 
not enough free space exists, the computer wi 
attempt to halt another auto load program. V-,e nnl 
auto load programs the computer vwif halt are pro 
grams with the same or lower priority than the one i 
IS trying to run. If the computer cannot free up erv^ug' 
space, it will atxja the anempt. 
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COMMERCE 



'■V. Th,s °;es Che ^^^^ !r , " '"""^ ^"''f Ore 

stance but red.ous co r!r? " ^^'^^on sub- 
^on^'^ry base " ^ stable 

•even.e .va.i.bfe Tc yS^ I^^. or 

■^uc. o.s.en,er : "ns^oa ^^^^^ 



PLAYING UNIVFRc. ^ 

'mthelocal^^SIT;^ 

MINING ' 

processor, a resourcTscami/^"''" '"^^ ore 
your computer. ^nV^^'a::^'''r^^^ 
depending how intent wu^P.rf.nT^''- 
>ou m.iy need a ^ew asS rin P"'^"-"' °^e. 

operating paraphenaf^ ^ "^'^ ^^'^ ^^'ous . 

'nto credits. t^xcnange w.tiere /t is conve.ted 

;^ntge for the beginning n^^cS^.^^^^^ ^'-^^^ 
start-up cost. The ennin^ll, ^ enorrDous 

bV Profitab/e Jr^^niS^xS- ".l^f « ^ea^cna- 
50.000 credits; ^ ^^Pe^it/on corTies to v^jif over 



T7^AD^^;G 

^nd bring it to a v^r?^^^th 3 ^S^^^^^ 

sophisticticn. Exar^pie.Tc otto^'^;^^' ^ 
sophistication of 76 it vl-f I off.r .^'^"^^ ^ 
-n sophistication frl 70 7?/^''? ''^'^ ^^"5^ 
wfth t/ie same tens dig '17? "^'"^ 
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COMMERCE ir\J THE LOCAL GROUP 



TT-ie value o' ^ product is Dased on its sophistication 
and ICS base pnce (a value. you will never know ex- 
aaiy) if the product has a base price of 7000 and a 
sophistication of 73. on Grono it would sell for 
approximately 6500 credits. Contrawise, if a produa 
has a Dase price of 7000 and a sophistication of 79, it 
>^uid sell for about 7500. 

Other merchants at a starport will buy products that 
are up to 9 sophistication points greater than the 
starport's sophistication. For example, if you place a 
product for sale on the Seller's Board that has a 
sophistication of 85. merchants at the Grotto starport 
will buy it 

The best method of trading is to buy products with a 
sophistication slightly less than the sophistication of 
the starport you are at. For example, merchants on 
Grotto are trying to get rid of a product with a 
sophistication of 73. because on Grotto it's not cur- 
rent technology. You buy that produa for a reduced 
price and bring it to the Stowe starport {sophistication 
- 671 where it s suddenly the latest thingi Plan on 
making a 250% profit. 

You must tai<e mtc account a planet's culture as well 
as its sophistication. On Rotr/chorra (culture = 4. 
Formation of Aristocratic States), for example, rmry 
produa types are illegal and will be confiscated if you 
try to bring them down .to the Starport. Consult 
Appendix G to make sure hone of the types of pro- 
ducts "yOu bring dov«vn to a planet are illegal. 



Planets offering emigrants will aaually pay you to 
take people away. Planets that need people w-ill pay 
.you for immigrants. The problem is that many cultures 
do not accept transporter and all of them want 
people wfTo are at least 1 and no rrxjre than 10 sophis- 
tication points greater than ttiat of the planet. 

Transport captains can expect over 1000 credits per 
passenger on a well-planned run. 



PIRACY : 
In orbit above many of the planets, complete anarchy 
is the rule. Properly armed, you can profit from this 
situation. To capture another spacecraft, howc.'er, is 
a long and dangerous process. Ycu must careful^y 
analyze your target arxJ be able to outmaneuver it into 
a forced docking. Your troops must be stronger and 
better equipped than your target's to successfully 
capture it. Once captured, though, the ship's entire 
crew are your prisoners, all ttieir aedits and ore are 
yours, and all their cargo. But only If you live. 



PASSEfMGEf? TRAfMSPOfTT 

Som.e planets in the Local Group have a surplus of 
people. Other planets are rapidly expanding and need 
all the manpower they can get. The objea of pas- 
senger transport is to take people from a planet in the 
forme'' catagory and take them to a planet in the 
laner. 



PLAYING UNIVERSE 
USirjG MEIMUS 

The Flight and Starport disks are "rr,enu driven". This 
means that all seaions are accessed by ^^'lecting th<- 
seaion from a menu (or list) of seaions cn the screen 
VX/hen a menu is displayed on the screen, vcu will 
a pointer that points to or^e of the lecticns on th^ 
menu. This pointer may be moved from section to 
seaion by pressing the option key. To run a sea'cn 
you must first use the option key to move the pointer 
to that seaion. Pressing the select key will then run 
the seaion. To exit a menu and return to the pre^1o■JS 
menu (If any/, press tfie start key. This procedure is 
used for all menus in the game. 
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SdUMD EPPECTS AND THEIR ME/GvifNJGi^ 
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There several sound effects that are used 
rhroudhout Un>verse These are detailed as follow?: 

Ship Under Attpck: 

If >our sh.p ,s h,t Dy an enerry weapon, you will hear 
^ sound that resembles an explosion. sXA^en th.s sound 
oc.urs^cne of the pan.. atDoard your ship may take 
T ^"f^oyed. Upon hearing thil 

noise, you should e.ther transfer to a different Oft)it (in 
attempt to escape the attacker) or fire back. 

Ore Converters In Use: 

a^ene^.'er the ore converters run. you will hear a 
w ,.mng sound This sound will last from a few 
seronds to as long as a minute, depending on how 
much ore is being converted. A few short beeps will 
occur If y-ou run out of ore during the conversion 
process 



£ 0^iSTRUCT /ON 
MORTGAGE 

PURPOSE- 

t^ke out a loan, Centra R^'? 
yo'J hear, /s rhe easi^.r l^^"** °'^'a, so 
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OPERAT/OA/ 

Tne Dank, Demn focared rho ^« 

t-e Local. Group see/^ /nr^ commerc/a/ center of 

b-y a Ship. T^us th "hi ^ '^^'^''■"9 to 

P--.e.s300.00oSlnc/I;-SS't;^S^ 



Part* s>-j# 



c 







I 


II 


2 


K 


3 


17 




95 


36 


93 


37 


27 


7 


49 


f3 


68 


26 


71 


27 


7^ 


33 


82 


3^ 




n/a 


n/a 


n/a 



S>-jfem Name 

'^erdrive 
SUt>-/ighc drrve 
bridge 

iiccumu/ators 
converter 
Pf'ocessor 
•^ass storage 
orbital scanner 
shie/d generator, 
cryogenic vau/t 
c-bita' shutT/e 
ore storage 
crew quarters 
fuel 
hufs 



Type 

Quantum Dfv 
/on 

Xorconn 

A/kis Group 

Fuel ce« 

AE35M 

Skandis 

Manx 

Koto Co 

Age/ess tnd 

Ouentrix 

Baynus 

Kraakobinir 

Ore IV 

Standard 



-cose p.;;^, 



Quantity 



8 



15,000 
31 

T-otai Cost f/r purchased separate?/; 

Package Cost 



Cort 

35.000 
20.000 
3,500 
8,000 
10.000 

5.000 
iO.OCO 
8,000 

y.oC'Q 

10.000 
2.000 
2.000 
f5.C00 
7-7.500 

i^P} 223.000 
fU/ J73.COO 
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fVIORTOAGrE 



tMPlEMENTAnON' 

e'^entua/V have fo p^ i^e "'"^'^ 

the current /nceresf rTte rnJ^H ^"^^^ >^'^ 

over to a bari offiS/ .^'S? '^'"^ 9^^'^^ 
'ty to pay the /can. ^'^>^^ oppo,-tur> 

You Wi// a/so be rpm iiro^ . 

name ory^urfhl^Zh^bln?^^'^';:^-^ 
on your toan agfeemt t^n t^:;,^^ ^«^°^<^'-^^ 
needs to focate vou Yn,. .hL^! ^' t?ank 

on/y. '^-^^'^^ enter >r.ur fast narr^e 

T^e goods wf ff be sent to th#. a =. w„ >^ , 

can later p,ace ther^ on ^u'^H,f'^2^'-^'^^«>^^^ 

finfshed Obtaining. ^urZ^Vu^ul^V'^'' "^'^ 
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CONSTRUCTION 



BUYIMC3 A SHIP 



PURPOSE: 

Once you have secured a loan from the tank, it is 
t me to purchase a ship. You may use part o( the 
'27.000 credits remaining from your "Merchant's Loan 
Package" to pay for the ship. 

IMPLEMEMTATION: 

Vcu find yourself in the drydocks of Axia, talking with 
Zefrep. the sales manager. He will lead you over to a 
;erminai from which you can view the current selec- 
tion p' ten ships. It is important to remember that 
'-■^ese ships are merely framework, and that you must 
filf It with hulls and parts from the Merchant's Loan 
Fack^ige in order to make it operational. 

A menu of ship names will appear on the screen. To 
c&cain imformation on one of the designs, type the 
number corresponding to the name and then press 
the return key The terminal will go blank for a few 
seconds while it accesses the proper information, 
then display the first of tfiree screens of information 
on the ships. Jhe top half of the screen will give you 
an angled view of the ship. The bottom half will relate 
the specifications of the ship. For screen one, the ' 
specifications are defined as follow/5: 

Designation . . . The model name for the design 
Company ...... The compa.ny who construaed 

the ship : 
Year — ! . . The year construction was 

completed 

Price Current cost of purchase 

Length Overall length of the ship in meters 

Beam Overall width of the Ship in meters 

Draught Overall height of the ship in meters 

\X/hen you are finished reviewing the data on the 
screen, press the return key and the computer urill 
obtain the data for the next screen. Screen two wtif 
display a top-do\-vn view of the ship, plus the follow- 
ing data- 
Mass Mass of the ship in millions of 

kilograms 

Max. Hulls The maximum number of hulls the 

ship can hold 



Vj'blllty The o^trrad visibility of tTv ship (tfii?. 

is a number between and 79: rjT 
higher the number, tJ"ie more vis- 
ible the ship is to other 
ships.) 

Integrity The cjv'erall structural integrity of 

the ship (this is a numt.y;r t>ea'.^en 
and 99, the high.er tt-w? number. 
the more structural^/ sound ^ 

ship is.) 

VX/Tien you are finished re'-iewing this d^t3. pre;-s th 
return key and the computer v/i!! access the lav 
screen of information. Screen three wii! d'Spia*/ a si'l 
view of the ship in ^':^<iitiorl to a brief de:criprion c 
the design. 

\X/hen you are finished reading this .screen, hit th. 
return key and you will firxi yourself t^?ck at t.'r* sclec 
tion menu. You may now se'ect anoUier design tc 
review. 

You can obtain additional Information ci tht: ship 
from Appendix H. This will list the size and visib/Iitie- 
for each section on the ship. Ships are d.Mded hto 
maximum of eight different sections. Each section i ; 
capable of holding a partiailar number of htjils. Hull : 
are the main measure of a parts size. The larger see 
tions will be able to hold more hulls, therefore mor^- 
parts. Seaions also have a visibill^ factor. ThLs is 
measure of how visible the irxJMdual section is tt 
"another ship. This is a value becvv-een or^ and tc 
inclusive. The higher the value, the rvori; visible t/> 
seaion is. The more visible sections ha-ve rhe gre^tes: 
chance of being hit by enemy fire. A good strategy r 
therefore to place vital parts in the sections with thv 
lower visibility factors. 

Once you are finished rtr/iewing ship designs, vol- 
may purchase a ship by pressing the selea key v-her 
at the se'eaion menu. Zefrep will then ask ycu whic^- 
ship you want to purchase. To do this, press th^ 
numljer corresponding to the ship you v^ant ther' 
press the return key. TTte cost of the ship w'll autcmat 
icaify be deduaed from the aedits you ha^j^. The shif- 
will, be moved from the storage area to the diyctocf- 
area so that you will later t>e able to place your hul'- 
and parts aCx^rd your ship. 



CONSTRUCTION 



PURPOSE: 

Tn.s senion wi/l creme th? player's disk for the game 
Viis IS the d.sk that is used throughout the game to 
^eep track of all the data on your ship 



CREATING THE PLAVER'S DISK 



IMPLEMENTATtON: 

U^fle Zefrep is moving ^ur ship into the drydock 
a.-a. he wi/l ask that you assist the computer in creat- 
>ng the player d,sk. You will be asked to remove the 
construaion disk from the disk drive, then press the 



you w,/i need a blank disk to use as the player disk 
^r.l SIT"'!: ^" ^° P'«« disk in 

ng. The format procedure wi/l take almost a minute 
LV/n rrfn " computer wfll ask you 

the rf t ^°"«^"«*on disk. The format may fhil If 
the disk proves to be defectrvr. In th/s case, O^corrv 
puter will allow you to place a different disk In the 
anve and try again. 

VX^hen you get a successful format and have repi?c-d 
he construaion disk, the computer will then Win 
the process of moving data onto the piaNrr disk T>,is 
process will use the construaion. player, and starrort 
disks. S,mply follow the instructioS^the como^Te^ 

nePr, In rl^"^'!:^ ^'^"^ ''^^^^'^n^ 
n^r^^r,r?,? '"'''^^ ''""''S ^'-^ P^^cess. Above all. b- 
pafentl Un^/erse is a complex game that requires ov^r 
thre^uarters of the space on the playrr dls'< for 

Zefrep will inform you 'M>en the process is comrl-«t- 
. At this po.nt. your ship, parts, and hulls are in poWoJ^ 

t J?":!- f • '^ ^° computer with the 

flight I disk. 

omc^tV^- ' ""^'^ P^^"^ 

DIRECTLY to docking control (this is a section on th- 
docking control menu). This section will allow vr^u to 
p.ace the p^ns included in the loan onto your ship 
After placing the parts, y^u must se'ea purrha'- 
items (also on the docking control menu) Herc'y^'.j 
v^ill need to hire at least io aew members (yr^J ^ ^ 
wish to hire at least 15 if )adu plan to use orbir.4 
shunies) and to purchase enough provisions to l=sr 
them until you return to a drydock. 

This procedure must be fo/lou'ed In the gK^n or^-r if 
you fail to do so, you may find yourself sittJr^ in^^' jr 
ship wjth no parts or crew. This wfll end t^e car.e 
rather abruptly ^ 
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FLIGHT 



5.1 



DRIVE SYSTEMS 

PURPOSE: 

This sectron will allow you to use the sut>-light and 
hyperspace drives to move from star to star, planet to 
planet, or change your planetary orbit. This seaion 
'equires that the su:>-iight navigation program be 
running to use the sub-light engines, or the f^ers- 
pace navigation program be running to use the 
hvpersoace engines 



IMPLEMEIVTATION: 

After scieamg drive s>'Stems from the flight menu, the 
cornpL.rer will display the drive systems sut>-menu. 
Select the sub-iight d^ve for pla.net to planet or orbital 
r'ansfe's. or the hyperdrrve for star to star transfers. 



HYPEf?Df7fVE 

The computer will display a list of star names, their 
coord'nates. and a visit flag which displays "Y" if you 
nave v;sited there be?ore. of "N" otherwise. Use the 
up and dov^n arrow keys to seiea the starsystem you 
wish to visit. Note that you do not need to use the 
Shift key when us^ng the arrow keys. Near the top of the 
screen is an area for entering coordinates "manually. 
This is used if the distance to >'0ur destination is too 
great for your drive and you must make several jumps, 
vou may enter coordinates here by moving the star- 
sv-stem pointer UP to the manual entry line {use the up 
arrow key i 

.^fier positioning the starsy'stem po;nter, you may 
then jump to or obtain data on that system. At the far 
right hand Side of the screen you will see a "visited" 
indicator that is set to "Y' if you have been to that 
sv'stem before, or an "N" if you have not. If the indica- 
tor is set to "V. you may obtain data on the planets 
orbiting that star by pressing the option key. The 
planetary data will include the planet name, the 
sophistication levels of the drydock and starport 
i including of course whether or not the planet has a 
starport or drydock). and the type of planet. You may 
-eturn to the stars'/stem list by pushing the start key. 



You may selea a star as your destination by pressing 
the select key. If the starsystem pointer is on the m?rv 
ual entry line, it will first be necessary to enter the 
proper coordinates. To do thfs, press the option kry 
and a small cursor will appiear after the "X:". Enter the 
X. Y. and Z coordinates, pressing return after each. 
Then you may press the seleaion key to seiea those 
coordinates as your destination. 

You will now see the Local Group map as the f"i>per- 
space navigation program plots the appropriate 
coordinates. The source cc>ordinates will be dtsp!.iyr?d 
on the left, while the destination is displc^yed on the 
right. The distance between tfie fwo locations is gr. en 
at the center of the map, measured in light-years. The 
amount of energy needed for the jump is displayed at 
the bottom of the map. 

To make the jump, push the selea ke>'. To abort the 
jump, push the -bption key and you will return to the 
starsy-stem list. If the computer beeps when you push 
the seleCT key, the liyperspace navigation program 
has rejected the jump due to insufficient eriei gy or an 
illegal jump distance. 

Once the hyperspace navigation program has 
accepted a valid jump, the computer will begin caicti- 
lating, fueling, and sequencing for the jump. Don't be 
alarmed if you see strange patterns of light on the 
screen. This is simply sensory distortion due to the 
hyperspace effea. Providing you obeyed the orbital 
radius minimum for a hyperspace jump, you will ri'-'d 
yourself at the destination. If you were too low in 'he 
orbit (less than 20,000 kilometers), you will find that 
you did not move. You may also have damaged v-cur 
f'^perdrive. 

To return to the drive system njenu, ycu must Tirst 
have the starsystem list displayed on the screen. Rjsh- 
ing the start key from this point will return you to t^ie 
drive system menu. 
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5.2 



Sub-light 

At the t^ottom of the screen is the status area Here is 
where the computer displays the current scale coor- 
^>.nates. se'eaed objea. and status. Upon enterina 
sut>i.ght drrve. you will be in the selea scale rnode 
use the option key to toggle between solar and 
D»aneta/y sca/es T>.e se/ea key will activate that scale 
T^e Starr key w/ii return you to the drive systems 
sub-menu . 



FLIGHT 
DRIVE SVSTEIV1S 

Solar Scale 

If you selea the solar scale, the computer w,ii begin 
^ do.ng a solar scan. This scan will look for all pia;^ ts 
and stars for your current location. The star, if present 
win be d.splayed at the center of the dispiL area 
P ane^ will appearas dots, and your ship v^,ll^ppe,; 
as a dot w.th a box around it. TT-,e computer wi,( 
switch to the destination select mode. 

To selea your dest.nation. use the option key^One of 
the dots will begin to blink, indicating the current 
objea. Information on this cbjea can be .^een at the 
bottom of the screen. These objects are aK^^^ys 
planets, with the exception of the one cbjea which^ 
your ship. The data on the objea includes the obica 
name and its coordinates, displayed as rho, phi and 
theta respearveiy. All angles are displayed in degrees 
Press.ng the option key again will ielea the next 
object. Continue pressing the option key again until 
the destination planet you want is displayed At this 
point, press the selea key to selea the ajrrent objea 
as your destination, or the start key to return to the 
selea scale mode. 

After seleaing:>^ur destination, the sublight na-^ga- 
tion program will make the approp.Tate computations 
At the bottom of the screen yDu will see the foltov -inn 
information. ' ^ 

^''"^ Time in minutes needed for the 

transfer 

^''^ "Hie amount of Ore W needed 

^"^r^y The arrxjunt of energy needed 

Push the selea key to begin the transfer, or the start 
key to aboa. If the computer beeps after pressing the 
selea key. the sub-light navigation program h.is re- 
jeaed the transfer. This is due to either insufficient 
energy, ore. or the number of gravfties of thrust 
needed for the maneu>/er is too great Djring Uxr 
transfer, time will be speeded up to appro,-^imafeV 
500 game minutes per I second of real time. Aft^-r the 
transfer, you will return to O^e selea scale mode 
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anrvE svstems 



select When me oS rfrirr, ^ P^^^'^S 

^^^^^^^^^^ 



•-snge, the difference berw^^« ° ^^^^''h 

t^^^r Of me beacon'^nl's^?/?,^- ^^^^^^ ^^c^'us .rv, 
rahge of >our orb-tal scanner ^ '^"'^'^^ 

-.e. T.e ^0.0...^'^^^^^^^^^ 

°nerqv ;^mount of Ore /V needed 
^ ^'^^"t of energy, needed 

If you now press the option kev "v^- •,, 

the end of thei5t;,tus /in*. ' ^^PP«^^ ft 

watch the m.neu.e: c^X^4reL^;;,^X,rJ^'^ '° 
«t,ng to watch s,nce the transfer us-s reTfo^";'" 

t^e option ^e^^a ° n^';?3rt:.;^r.'tS^" ^ 

th;^tr:r:4r";?sra\rr^^^-°^^^^^^ 



PURPOSE; 

The Weapon Syvem ,s used for defense and offense 
depend.ng on how you use your weapons. 

OPERATION: 

The Vt'eapon Systems aooardytJur sh/p are verv mrr^. 
p..cated. T^ere are loaders andTaunc^rng ,0-^^, °^ 
-g sensors, and a vasrarray of support equipment 



WEAPOfM SVSTEfVlS 



IMPLEMENTATION: 

The 'a.'eapon Systems screen is comprised of 6 parts 
They are^ r.om top to bottom, the tactical view vt^- 
Jow .nd the tact.cai d-splay. the strategical v,ew 
-A.ndo- and the strateg-cal d.sp/ay. the damage con- 
trol d,spiay. and the text area. The taa,cal dispia^ 
provide you w,th information on the ship you J^l 
attack-ng. T>., strategical d-splay, have daS yo^' 

^nd the damage controf will gVe information on 
damaged sections during battle. ' 

After several d-sk swaps, the weapon screen wT,, be ' 
complete. If ,t says, "high definition scan req'red^ 
you mus use your high definition scanner before you 

"?m'' nn ' " "'""9^- "weapon p^c^ 

gr^m not running." you may have to raise the pro- 
gram priority ,n Program Control before running this 
seaion Now you may enter a command 



commands are. ' '"c possible 

Sefea Target 

age control display if they are hiTrhe disaXa%,ce^ 
this option IS that it is rather slow TvDe ar^?S^ 
CO ^id this option. TTie computer^S^/cr.^r^T^S: 

me Stom n?rh" ^""'^^ ^ ^"^"'"9 ^ ^-air-p'^ir, 
^>vv'Tele°aeS! ' '''' " 

Important: 

You must selea a L=.rget before firf.ng a weapon. 
F/re Laser 

To begin the>5er firing sequence, press <L> The 
Press <C> to confirm. The Isser will charg. and th-n 

Fire Mlijllcj 

then list all yDur current mHvi^ loading statt-s rhc^'r 

t^?^^l T ^''""'^ corresponding" nurr,:.; 
key (0-9/. The computer W/i then ask vou for the o 
S'ze. This IS the number of missiles to fire at once T.^Z 
'n a number up to the maximum and press return The 
computer w^l then ask for a lock-on connrm..rion a ^ 
a firing confirmation. Press <0 both times if o-"^ 

;:u^^aCs f^;^.~ ^'^^p'-^ 

Emergency Systems (CX^rload and Rescue Pods) 

will then display a menu in the text area. To OM-rloac^ 
^ur l^pe^dr^. press <0> or to launch rescS^'^S; 
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WEAROPJ SVSTEfVIS 

Docking und Boarding 

To forooty dock and txiarp another ship, press <D>. 
The ship must De within 1000 kilometers and you 
must have engines of equal or greater strength (unless 
the target s engines were destroyed by you pre- 
viously) Next, the computer will ask for the number 
c-f oo^raers :o send over. This number should not 
e-ceed r^ip tctai nurrber of armor suiLS you own. 
".cw me computer '.viil erase your ship from the 
c^amagp ccntrof screen and draw the target's ship. 
T.'ie CO ''Outer wiJi display your current forces and the 
tc^'get s Current fo^es If your men are winning the 
t:.^rt!e. successive sections of the target ship will turn 
'fd. Signifying r.ha: you have captured it. If things are 
n-r going we", press <R> to retreat. If you are able 
tc con;ro/ then entire ship, then you have captured it. 
Tne computer will then uar^sfcr the booty onto your 
ship (Booty IS the reasort why you did this, right?). 

Autodoaor and Docking Adapter 
Both of these systems are used automatically in Wea- 
pon Systems. The autodoctor will repair a percentage 
cf the banie casualties, if you have one. The docking 
?a?pter allows you to dock with other ships, when 
you are attempting to board them. 

Exiting Weapon Systems 
"ress start to exit 
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D O C K r M G~C O NTR OL 



PURPOSE: 

The dock system a/iovys you to dock your ship with a 
dry-dock, then d.semb.vk and trade in parts crew 
prov,s<ons. hulls, armor. Ore IV. programs, and wea- 
pons you may also remove parts from your ship in 

order to sell them or to move them to another seaion ripr^rmir.- k« ^ ^ ' — - ^^nne> w,u 

installation and r«.nair .^5. '""-lude re- 



Farts Removal 

This area of the drydock is for remc^/ing parrs from 
• your sh-p. -mere is a charge forpaa remS^f S'ed on 
the s..e and value of the part to be removed.Tou 



OPERATION: 

Once you have performed an orb-tai transfer to a 
drydock. your ship will be in position to dock Dock- 
ing with a drydock maneuvers your Ship into a berth 

i^T'? ^"'^ t^^^e seaions to 

the drydock. Parts Removal, Purchase Items, and 
Place P^ns 



installation and repan costs, so th^t yt^u may ^r;; 
chsrle ^""^ '^^^-^ °f 

Purchase Items 

This is the main trading area o^ the drydock Th.3 ;,reT 

f " purchased here are new and h.av. 

the r full complement of damage points. 77,e price o' 
hulls and p^ns includes the installation cha'c- for 
placing the produa aboard your ship. 

Place Parts 

This is the area of the drydock that all hulls and parts 
are sent to upon purchase in the rrain trading ar-a 
Drydock personnel will place hulls and parts atoa'rd 
your shrp free of charge (the cost of placement w-,. 
included in the purchase price or the removal cost )' 



IMPLEMEIVTATION: 

At the bottom of the drydock menu screen is a v:.iue 
which rndrcates the number of parts y,u have in the 
hoid.ng area. TTiese are the parts you have eith-r 
purchased or removed from your ship. Upon encr rinr, 
the drydock. this value v^fll ^t^^ zero. ,\s vr.G 
move from seaion to seaidn in the drydock this vaiu- 
may change. You should never leave the d-ydock 
menu unless this value is zero. If you do. the parts in 
the holding area will be lost. The exception to this 
rule occurs when you ha-^e purchased rryjre p?t$ 
than your ship can hold, and you cannot place them 
on your ship. 
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DOCKirJG CONTROL 

T-e - .---li remove/ screen will disp.'ay all 38 ship syj- 
•-T-. [MP rn^i^p (company name) of the part you 
■--■'."■-riy own A Difnk space will appear after the 
^:.^tf - numoer for systems you do not have installed 
- e c.-. :he sv-stems list the computer will display the 
-•--c..-: o' credits you have Below the credits is the 
vr-: T*^? 5>^:em pointer is the small arrow 

•■.-.ic- DO -.s ro a s>'srem numper, \x^en you first 
-rrer r-^isjeci.on. the system pointer points to system 
. c. e tne po-nrer ahead one system, press 
■ec: -ey To mcve the pointer pack one system. 
^ cc:'on key Uyou move the pointer oackward 
■'om :,-:;te'-! ?e.'G. it will point to 5>^tem thiny-seven If 
/ou .-iove :*-e oomter ahead from system thirty-seven 

• w,i! po.r^r to sv'stem zero. The pointer selects which 
: ■?rx i 5 ratus will be o.splayed on the status line at the 
:roncrT-' of t^e screen 

■o cnange ine status of a part, move the s>'Stem point- 
er to ne pan s system number. The status line at the 
notto-1 of the screen will show the current seleaion 
•or the paa There are three possible seleaions. Main- 
tain. Sell, and f?emove 

• a oa". has tne selection -maintain." the parr w.11 not 
D? removed from your ship Note that this is the nor- 
■rai selection for all the par^ when entering this sec- 
•on You m,iy cnange [he se/ection for a pan by press- 

ng the space bar Successive taps on the space bar 
•■v'li -oi' vou through all three seleaions. 
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If you change a part s %s]ca\on to "s-ll" the net 
woah value at the bottom of the screen w'lil display 
the amount the drydock is v^■,•fli^g to give you for the 
part. If you change a part's se/eciion to • removr - the 
net worth value will display th- charges for removing 

oart^n ann?H"'"^ ^'^^e. ar^J re-installing th? 
part in another section of the ship. fvJote that if vou 

part until after you re-install ,t aboard your shfo if thP 
sophistication of the dr>^ock is less than that of th^ 
paa you are removing, the drydock will be un:^blc to 
repair the part. In this case, the removal charge vv » 
not include repair costs. 

Once you have set the selection status for each par^ 
you wish to change, you may return to the dock 
menu by pressing the start key. No removal or sa.'es of 
parts will take effect until you press this key 
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to rr.'r n Th,? ° Tfl^S'"^^ '° '^^^ ^^ct.on 
■^'^ " '-^^ secr.on name ^mn '"T"^"^' '° 
^'s.,.ve. rne lop o. aeen 

rente- the section " ^ ''''^ Pos-r,oned 
<ey r- .c,,,,, ,.'^"'1'^:;^ " ^^'-^t. press the select 

■-"3 tr.r sect.cn Herl , ; " '^^^^"^V W 

'oph.srfc^t-on greater rh^n f/f.^f w '^""^'^ ^^■'^ ^ 

o< accumulators ^vor.''' f "^«,/e 

cost ro^purch^n/paa h,frr'^f ^'^P''^' 

••ect.o- press the r;r.rn ?Il l '^ ° P'^^ 
^urrh^/ ^ to the system 



• the cost (there^ a7mT,, ron.- 
t'^e ore. h,t the se/ea tLX ' ^-^-^ • 

To ex.t the ore l?s.r^nL K*^^- 

-ounto.rr~^^-^'s^-.te:ch..:: 
reject ,t Once >^u hav. S.'Zw ^' ''"^^P'^'- ^ 
co-puter w,,,Vornput;The 7o,rH^.^^ " 
credits e^ch. To purch^.-^ rZ » * ^'^^^ ?- 

.boa the peach's?- ;VX o':^r- ^'^^ ^^'^^ 
5ea.on. h,t return in ^T^"^' - 

^-'Pvn.e to the hull Quant/r-/ 

not ^/'owy^u trourrh^r'' ^°-^P^:' 
^^ve. or to puSnase ^ nroo - ^ ^'^^^'^'^ ^'S^- 
'^-e sp.ce ,n your r^/ss'' " 
'.500 cred.ts e'.ch. To purch '^^'r ^^"^^'^"'^ 
;e;ea Vey. To s^n the'^Jrc C.si L'^^:^^'''"- '"^ 
To ex.t the secr.on. press r..fn.^' '^P'"^'' '^'^Z 

program hurr.Per, ^<^5cv;nse rv 

•ng the ^^c^.onZT,^ZZ'^^^r'^^^^ 

quantity of that K^ p.nnn ^ '^"^ ^"^^^^ th- 

^''owed^opur haVerr^^^^ ''^^ ^ 

e-ceeds that of your mS .a^ XT"'' '''' 

ca/cu/ate the cost and i,.^. ' ^ ^^"^Purrr vv^/f 

purchase the wea;^ TZ" ^^^^^^ ^'^ 

t'^^ purchase. h,t tS^ oprron^l'r''' 

P^ess the return 4 "nXS^n^e'to 

number 'cspon^e to the VvT?apon 
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DocKrracs comthol 

c.anr.t? ^"P^'^^e to the crew 

nor oe .Die to pu/X°^ Vou 
cer crew accomodJt^n th P^o^s'ons 

c-wi rhe ^'^^''^^ accomodate 40 

Cc^'ci /are the cos° of^he 

-S'or^s costs 3 crid^ . ?T^ " "^^"-^Jay of pro- 

-soor.se to t^e oro '^onTantJ^/''"""" 

-^O^er o? th^ ar;~ enter the 

need to enter rh.T w,7/ then 

wsh to pC cr,.?e °^ ^^^f t>pe of arrrx^r y^C ' 

o..'.^orTerc.jrm74:rtrth"er 

^'-^or C'..an:,ry ,s your rurrJor ^ °" 

^-■e con.p.cer'wrcacula^ anw^^^''^' °' 
the armor To makP rhl L f '^"P'^>' cost of 
aboa the pufcH.^ H^^^?^'^' ^^/ect key. 

er r the s4 fon Pv nr/.; 

armor numPer ^ '"'"^ ^"ponse to th^ 

^•'^'^•^^ -a.on ,no sea.on 'n^^^e'f h^^^gV;,.;^- 
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,s tr'-'-i P'^cement data H^rc you will see a 
■'^It.' on °' ^"^^ 'mmediate»y foflow,nq 

-^e rr.^x,m.,ci numper of huK units that can be con- 

s ;"^::.;:;".^^'T that va,ue ,^lw^ 

^ee . . .ur en: number of hulls that are in the seaion 

;:-K%r ^'^^ ^^^^^'^ th^Zn.- 

■:\ - ^u/is r.-iai are m the hold/ng area 

^he cc.^Dure- .v.il oeg.n by flash.nq each section 
h.e :hc arro.v ,n the bottom half of the saeen 
So 'J°at,r''°" '^"'""^^ ^^'"9 "ashed. Thi w" 
•.^^ are numbered Once the computer has run 
^hrougn each section, you w.« be rea^ to d.strUte 

>^n number you wish to place hulls in. The section 

oT th?Tcr"en";r"' °" ' ^'^ 

o' .ne screen The computer will then regu^'st the 

quantity of hulls you want to add to that seS^n You 

v,i, nor be able to add a quantity of hulls tha?exceeds 

con.a.n The amount you have distributed to that 
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section w,ti then appear on the sea.on list fm 
. the current number of hulls 'oLowin 
distribution by enterinn a r^lo^r °" "^'^O" 
to the quantf^ to add to thr^^rr"^"-' " ^'^^"^ 
wr" not be able to PnrS 1 ^'^^^ >^ 

greater than t^ q^n.^'^ri^? '-^ "umber t^i^, 

uted. even though there °L h!' ^"^^ ^"''■^''^ 
section Placed . '.n ;p^;::r d^^^^^^^ l^": 
due to the faa that hulls, once pTc°d r^l^'l' 
removed from the framework of th^shib S^. 
distribute hulls th^n/ ar» r, . ^^'^'^ yo>- 

Ship until you^arel?h\S°Onraii\t"^ 
been distributed, hit the start kej to ^xf ' 

you will see the total num^r^f ^ .urrrn^T-"^^^ 
tached to the seaion. Fo.low,ngS«t ^^J^-J^J^'.f^^ 

To compute the number of fre*? ht,/k i« , ^^-^ O"- 
subtraa the total numberof hu»s 'used fr'^'^'T' 
number of hulls in the seaion Nea L'^tom of the' 
, screen, you w,/i see the system mn^^Tar^'^l 
of a part .n ^e holding area. 

To place a part in a seaion of the shin' en-er th^ 

Of the part w,ii appear in t/>e "item" column of 
ec^ion number y.,u seleaed. You may then 

Py entering a new seaion .number, ff >ou w^h to 
move a paa back to the holding area (reC- ^t f^or^ 

^ero for the sea-on number Once you have i^nrsh»d 

ZZVTey''^- py 
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OPERAT/Orv/; 

H,gh Oerinrt.on Scanner rr. k- 

messes rne d^r,. ,rom many d-fferenl^ T^'^' 
--^c? c-ates a '^^ghV-dPr^^/fH^^^ t>pes of scanners 
scan ../.o Q.ves c'ues awo k P'^'-^^^- The 

'-'on ,p.ar;. r-ansport e ^^^^etsh.ps conngura- 



IMPLEMENTATION- 

scinnrr,, urge, i "'"'"'^ °' '"iP. select 

^■^e value may rannp from . ° piaure. 

-^^^imurr. maySin of °' ^° 

c^ange me value nr^c ^'"^^^ 

'0% or down ^rrow ' ^° '"^^^^^^ 

the target ^ you ^Te ^H ' '^'^'X close 

set rhe,^?on,f,caC too h^nh' not 



on ."^c^^nT, L%eTe7sr r .r 

ss^'^-----cr::~~ 

conrinue. press sr;»rr tk„ 
>^.. wan, ,0 scan aS?hc?«nT'" 

(Vote; 

move >our ship. '^'^ ^^0' t/-e 30U 

Rad/ocomm Messages 

Your high de.finrtion scanner 

;-nge radiocomrr, meSge rece^r u'^^" ' 

-ncomrng message is detect^H ^ ^'hene.rr a ne^v 

P;fy 'T for >-uiutont S/-;^^';^-^^^^^^ 

-esemessages^ous,,^^/^,^!,^^--^ 
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PURPOSE: 

Vlin.ng S>'5tems can provide you with a ready source 
of income and an inexhaustable supply of fuel 
Although the mrtial cost of mining is expensive find- 
ing a planet nch in ore can make mining the most 
DrontatJie of the professions available to you 



OPERATION: ■ ' 

The Ore Processors greatly resemble giant off-shore 
oi' ngy The>' have elearogravitic engines, a large 
-•^ew capaciry, on-tx}?rd refining systems, and larg- 
oayic?d areas They can on^/ be operated on relatively 
fiar and hard SL.rYaces. thereby limiting the number of 
landing sites cn most planets. During their descent to 
:he su:-face. you will have to decide, based on read- 
ings from tneir radar, whether or not they will land 
'his can sometimes be fatal, in terms of lives and 
equipment, if your decisions are bad 
The Assault Capsules are giant armored assault carri- 
ers, armed with two or more Voigt-effea cannons 
Use them tc control an area prior to mining. These 
have the same landing limitations as ore processors. 



IMPLEMENTATIOfM: 

=:rst. K'.ining Sv^tems will display a menu. The choices 
^re Ore Processors and Assault Capsules. Selea Ore 
■'Processors 
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Ore Processors 

The cornputer w-ii scan the surface of the planet 
•betovv |.f possible) The planet must not be a gaseous 
M>e. You must be within the resource scanner"? ranoe 
have the program running, and have sufficient powe^ 
to run the scanner The computer will then present 
you with a series of possible mining sites. 

Use option to move between the mining sites and use 
select to choose one. If the sophistication of the sit^'is 
above 39. the computer refers you to assault capsules 
and exits the back to the mining systems menu 

f^ext, the computer will display all available ore pro- 
cessors and their loading states. Press t^ie correspond- 
ing number (1-5) to change the state of an orbiter 
Example, orbiter 2 is unloaded. Pres5 <2> and it 
Changes to loaded, if there is enough energy and 
crew to man it. Press <L> to launch or <ESC> to 
return to the Mining Systems menu. 

r 

If you have launched, the computer will display a 
three-dimensional grid. On the grid, the computer 
v^ill place one triangle for every lander. Then it v/,li 
draw a line starting from the center of each trianr'e 
toward the tdp of the screen. This is your aitiruoe 
indicator. It wi'Il slowly shrink (rDove tov-.-ard the cen- 
ter of the triangle) as your ore processor descends At 
the bonom of the screen is the ore processor status 
line. Each ore processor's display will be in its corres- 
ponding spot. For example, processor 5's status ."-r^a 
IS on the far right. It contains informat.ion on ship s 
energy (percent), current damage level, and dire'^ion 
of travel. 

As captain, your main concern at this point , is to 
ensure that the ore processors all land on safe sites 
To gather information foryDur decision, vou must ct 
surface reports. To get a report from 'a processor 
press the lener direaiy underneath its correspon-'inq 
number key (0= I. W= 2. E=3, R=4, J=5|. For cx?n> 
pie. press <Q> if ycu have an ore processor The 
computer will print something like "PRCSR if] /^:ient 
Seabed." In this case, it is a safe landing site. On cf ie 
others, you are going to have to use your own jurin- 
ment as to wfiether or not it is safe to land " " 
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Vote th;i! p^rn p-ocessor will land on a different 
i.':e ReporLs fro-r ^ s'ngie ore processor may vary. This 
occurs when :ne processor s downward scanner gets 
a 'aise reading The frequency of false readings is 
dlrecr^y propoaionai to the hostility of the landing 
site Therefore, you must take several readings from 
each o^e processor and make decide whether or not 
e.^ch one is gcmg to /and. 

Mining Ore 

Once you have ianded all your processors that are 
going ro land the computer will switch you to the 
^'hing screen The mining screen has four major parrj. 
Tney are. '-om too to bottom, ore concentrations, 
'^■ning status Dcxes. mining indicators, and the ore 
processor status displays. 

The ore concentrations are the concentrations for the 
current s'te. not the planet. Each ore processor that is 
cn the ground gets a mining status box. The box 
snows current ore holdings (the green horizontal line 
^ ear the top is the maximum mark for each type) All 
?re percentages. The "E" stands for current energy 
percentage 'J/hen it is down to the minimum needed 
ro f eturn, the ore processor will automatically take-off 
(with all the others] The mining indicatory show 
which ore IS currently being mined. A "5" denotes the 
ere processor IS standing idle (using no energy). The 
ore processor displays are the same as the descent 
rype except that these also list the efficiency of the 
P'ocessor in recovering ore. 

To tell a paaicuiar processor what ore to mine, press 
•■CO until the r^o triangles surround the single 
number below the status box of the proper ore pro- 
cessor Press the corresponding key for each ore (M) 
and<5> to make the processor stand idle. VCtienyou ' 
w.sh to have the processors return to the main ship 
p^ess <L> and they will all leave at once. 

Aisault Capsules 

Now the computer will display all the available assault 
capsules. They are loaded the same way the ore pro- 
cessors are Press the corresponding numl?er key to fill 
an assault capsule (1-5). Press <L> to launch or 
<ESO to exit 



If you have pressed <L>. the computer will draw the 
descent grid, and place on It all the planet's ground 
.forces (hollow orange squaies). Now It Is your turn to 
decide where your assevlt capsules will ground in 
the center of one of the grid squares is a dot. Thai dot 
IS your positioning cursor. To niove it using the fou- 
arrow ke>'s. You do not need to hold the sliift'nr 
control keys when moving it. SJUhenyou hcT^e found''a 
suitable landing site (it must be empty), press select 
This will place your first assault capsule in the grid 
square. Your assault capsule w/ill be represented t?/ a 
hollow blue square. 

After you have placed all your assault otpsules y - 
computer will start to fill in empty grid squares adja- 
cent to the enemy units in red. Then it v^ll fill in empty 
squares adjacent to yours in blue. These filled m 
squares represent "zones of control." The zones grve a 
rough approximation of the tide of the battle. During 
the course of the baWe. these zones may cfiang- 
hands frequently. Each zone is controlled by only one 
base unit (a hollow square) and the same holds true 
for yours. As a zone is hit, the attack faaor of its 
controlling unit is reduced. When a unit is totally aes- 
trcyed, its zones are cleared off the board too. 

The attack factor ("AF") of each assault capsule is 
indicative of its strength. \X/h?n a capsules attack fac- 
tor is zero, it is destroyed and removed. It is a good 
idea to recall a capsule near by pressing its corres- 
ponding number key. It will leave the battle field and 
return to the ship. All of its abandoned zones will 
disappear. 

If you successfully wipe out all the ground forces, >tdu 
will be resumed to the ship. The site where you 
fought is row clear for ore processors. 
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PURPOSE: 

This section allows you to view the items you cur- 
rently have .n the cargo hold, and to launch your 
orbital shuWes down to a starport. Vou will also be 
able to move products to and from your cargo hold 
and orbiters. 



OPERATION: 
Cargo M?in\^Q%\. 

The cargo manifest is a list of the products in your 
cargo hold. This list includes the size, name, and price 
paid for each item in the hold. If your computer has 
the market program, you may also obtain information 
on the type and sophistication of each item. 
Launcf) Orbiters 

Orbiters are the only method of transportation to a 
starport. Orbiters may be launched when in a \»\t>j 
low orbit around a planet with a starport. Just how 
low an orbit depends on the gravity of the planet, the 
amount of energy your orbiters can hold, the amount 
of energy you Till the orbiter with. OtMousiy the 
greater the orbital radius, the farther away yoO are. 
from the starport and the greater the amount of 
energy you need. Planets with a high gravity will force 
you to use more energy. 

ControS of the descent of orbital shuttles is accomp- 
lished in this seaion. You will need to fuel and load 
your orbiters with crew, passengers, and ore. U/Tien 
this process has been completed for each orbiter that 
IS to be launched, you will be allowed to board an 
orbiter and the countdown will begin. All ortjiters will 
be launched simultaneous^y. From your orbiter you 
may control all others via radio communications. 



fMPLEMEfVITATIOrv/: 
Cargo Manifest 

After seieamg the cargo m.anifest seleaion from the 
trade systems menu, the computer will display the list 
of products. At the top of the screen you will sec the 
amount of free space in each of your orbiters and the 
cargo hold. TTiese values appear below the large red 
numerals and the word "HOLD" respectfvely Note 



TRADE SYSTEMS 



thai numerals will not appear on the screen for orbi- 
• ter you do not hav«. 

Direafy below the free cargo space >ou v^ii see the 
market program status line. TTiis line displays informa- 
tion on the status and readout of the market pro- 
gram. The status for the program will be displayed as 
one of the three following values: 7 

Program is not available (not in 

mass storage) 

l^f^!-J Program is in a halt state 

'^^'^ Program is running 

The readout of the program is the type and sophisti- 
cation of the produa pointed to ty the row pointer 
(the row pointer is the small arrow just to the riqht of 
the manifest number.) The readout will be active ontv 
when the market program is running. 

The row pointer may be moved up and down the 
display by using the up and down arrow keys Note 
that It IS not necessary to use the shift key when u-iro 
the arrow keys. You may also scroll tfie manif-st up 
and down by using the option and select kevs resoe-- 
tive^. By using these four ke>'s. you may access a r^- 
product in the manifest 

To move a produa from one place to another you 
must first move the row pointer to the prndt a v-nu 
wish to move. Then, press one of t/^ number keys 
from I to "5" to move the produa to oit^iters on^ 
through five respeaivefy. or press "0" to iDcve rh- 
produa to the cargo hold in your ship. The computer 
will give you a warning signal if you try to mov«» 
product to a place where there is insufficient space 
To exit the cargo manifest, press the start key. 

Launch Orbiters 

Before using this scaion. you s.hould first rrwke sure 
>^u are orbiting a planet tiTat has a starport Sine- 
orbiters can only land at starports. you will lose ail 
orbiters that reach the su.face of a planet and cannct 
locate a starport. Sincf you \^'ill be in one of these 
shuttles, this will end your career, your life and the 
game. 



■ ^LIGHT 

TRADE SVSTErVTS 

-um number oSterrJn , ,f'''^ ^ 
.creep The ro.., on the screen S^lr ' J '""P °^ 

Crew load or energy; 

Status of crew "un/oadecJ" or 
'o.ided- [there are 5 crew 
Ore "^embers per orbiterj 

Quantity or Ore i^es; through 
'V .oaded on the orb/ter 



5.1 



Status 

A 
D 



Nurr.'oer of passengers on the 
orbiter 

Current status (this wi// be 
explained /ater) 

r/"'^^^^ °' o^biter in ki(on,et..rs 
• -iumoer of damage points Tor the 
orbiter 

--ust h^ve cr»w^,!l^ J^^"^ unfoad". You 

-g. The st^LTrrot^;^:,^?'"^^^^^^^^^ '^^'-^ 
enough crew on the .h,o c- ^° ^ 

•'east ten aeJ^^t^. J ^"""^ '""^ '^'"^ at 
^-ast r^eer r^. ^^'^ '^'P' ^i^" have at 

ro togcle'" '"'"^ "^-^^^^ °n the ship for th/s v7/u, 

ocr.o?'i'^°^'^ "^^^ ' '^^ough ;v Use 



pMer j^u have" If V "onV^^f^. ''^"''^ 

onto the column for th^orbi?./ "^"^ ^'S^^^^f 
prior to hitting the sLa^t ° ^ f^' .^"^ to b- on 

;aunch8EFo|EP.SwG'7^^;^^^^^^ 
cto so t>y pressing the <ESO key ' 

During the descent vnf.^yM^i f ^^^'^ ^° c^ecr^ase. 
t^^e oS,er or2terT'&"^;S'^;^5!S ^-^ct..^ 

conditions, you w,7f oen^SSK?!^ atrrxDspheric 

other orbiter^^Du'rig^th 'pS o^]^.'"'^" ^"^^ 
unable to Obtain altitude l^^ JL ^ 
orbiter. ^^""^9^ 5f-3fus from t/w 

'f you feel that you wish to a^v,rt rh- h«. 
orb/ter /due to -xcp^/,,- " clesccnt for an 

poranly tost contact with tZ^Ul^ '-'^ 
unatis to abort ^ o^t-f. >ou wiB 

-thout atea,ng the o'S^rsXl.? be to^ 

customs. scarpcfT disk and proceed ;c 



FLIGH' 



REPORT STATUJ 

PUi7POSE: 

Repoa Status allows >'ou to exam/ne a s^^tern's cu 
•rent damage level, energ>' usage, vis'biiiry, ar<i"i 
special hmaions. It also allows jou to chjfc.k cccc 
nates and supplies. 



OPERATIOM: 

Repon Status represents a small d:^pI?y cio;e tc r.^ 
command area on the bridge. 



IMPLEMENTATION: 

The Report SLitus screen \vu Vsi ai; of >c!jr cur-e-t; 
operating sy-stems along with the misce'lanecjs c^^ 
gory and the exit marker. The small arrow on V\ 
outer left column can be pointed at any cf the fjrK 
tionaf systems.tjy pressing the option key. To c spi^ 
the status.of a particular system, mc^e tf-s arro.v -nt 
it is to the left of t^ie name and press select. 7h 
computer wiJI display the status of that 5>'stem Pres 
start to return to the list of systems. 

The miscellaneous catagory area will di:p!c-ry Lhe snip 
current coordinates. Press sl?t to continue. i\'e>a, ; 
will display your suppf/ status. Press star: ?a?in. F'-vti.s. 
it will list your current ccntraaual opiigatrons. Pre', 
staa to exit. 

When the computer displays the status of one of trx: 
s>'stems (as opposed to the miscellaneous c2tego-y), i- 
will display information on the three ".'-jnaons' 
"Punctions" are the values for the special feature: o 
each system. For example, in the Psns List ('^pp.e;v.;i.'. 
C), a f^erdrrve has only one special piece of descio 
tive data, its range in light-years. Range in light->r?3rs 
therefore, would be fvnaion ). The other funaion- 
would be nulls. On the P^nz Ust, -all function? h3%-t 
their column headers underlined. Nurnc^r them fic."^ 
left to right, staining vi^th I. 

To exit this seaion. move the arrow to the 
EXIT area and press selea 



FLIGHT 

PROGRAM COMTROL 

PURPOSE: ■ 

The program control section allows you to view and 
Change the priority, status, and load st^te of your 

computer programs. 
IMPLEMENTATION: 

The screen will display all computer programs you 
currency have m mass storage. In addition, at the 
boaom of the screen, the type of computer processor 
?id the free computer space are displayed. 

"^■e up and aown arro-.vs on the keytxjard will move 
rcvv pointer to select the program number to 
f -ange Nc:e that it is not necessary to hold the shift 
t ey down when moving the pointer. The option key 
w.'K move the column pointer to selea the value to 
Change. Using the up. down, and option key will 
a ■low you to select any of the three values you may 
change for any program you currently have. 

Tq change the value pointed to ty the row and 
column DOJnters. use the selea key. In the case of 
status and load state, the selea key will toggle ' 
Per.veen halt/run and auto/manual respeaiveiy. Note 
that the select key will not selea a program to run if 
there IS not enough timeshare space in the computer 
In the case of priority, the selea key will increase the 
P'lority of the program by one. If you push selea 
vwhen the prioriry is at its maximum of nine, the value 
w^li change to zero. 

To return to the flight menu, press the Start key. 
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FLIGHT 
SAVE C3AJVIE 

PURPOSE: 

Siiv-e Giirne will s^ve the current garne on the pii^-" 
disk so that you may restan the game from t/i- i^'rr'c 
position at a later date. -n-vJs.fratur? vw/l also ;'.l(cv' 
you to make backups of the pf^r disk l^.t^«? '.vcnr 
>ou \A,')sh to resume the gan>c from previob^s pc>si'jon<: 



OPERATION: 

Selea the save game selection from the fiighr dis^ 
menu. The computer vvid autom^ticaiy s.-^.-e ?/l noces- 
Sciry (i3ts onto the disk and inform >t>u -vA.tien it is v^f 
to turn off the computer. To restart a sa>^ed game 
boot the flight I disk and proceed as normal. 

You ma>' find it desirable to make a copy of tfie pir/r^r^ 
disk. If you at a fliture point in tfie gams dccide'you 
wish to return to that posiDon. you can do 3.0 b-j 
using the copy. This can come in handy if some cafas- 
trophic event occurs (such as deatfilj. 
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CUSTOMS 

PURPOSE- 

^ ^^th,n the cargi Svl^r^ ^^ai /mport items 
not De a^^ided ^''^''"'^^ ^Pon booDng and 

OPERATION- 

found, the compute- J»Sf- """^ "'^S^' ''^^^ are 
'mportant; 

as a pena/ry ^^^^'°y adoit/ona/ /ega/ items 
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STARPORT 



THE BUYER'S BOARD AND PORTIVIASTEP 



BUYER'S BOARD . '2 
PURPOSE: " 

The Buyer's Board al/owi the user to purchase a var- 
iety of products at the current market rates. 



OPERATiON: 

"^he Buyer s Board represents a sma/l terminal on the 
end of a pedestal in a giant room where th^ are so 
numerous as to be a forest. People are all aPout in the 
room, screaming and yelling to buy or that the/ve 
found a baroain 



POfTTMASTER 
PURPOSE: 

Portmaster aJbws you to pay for the products yoL 
have just purchased and store them on your Oft>lter{s) 
Portmaster will only execute Jf sornething has beer, 
purchased on the Buyer's Board. 



OPERATION: 

You insert your temporary ID card into a laryier accesj 
terminal and a transport hauls you and your ere.', 
down to the cargo pick-up. From there It takes you tc 
your landerfs) to load the cargo on-board. 



/.MPLEMENTATIOrJ: 

Each line of products is broken up into four seaions: 
l^e product number, its name (ITEfvl column), price 
!'n cred/ts). and cargo size (CSIZE column). To select a 
product, press the key that matches rts produa 
number |0-9). The elapsed time display is in the minu- 
tes/seconds format. 

Your stay at the Buyer's Board wii; end if you press 
<ESO or purchase your tenth produa. /f you have 
purchased anything before exiting, you will be trans- 
fered to Portmaster. 



IMPLEMENTATION: 

At the top of the Portmaster icrecr\ Is an area listing 
the load status for all the orttters on the ground. Next 
to the one of the orblter's identification numbers skW 
be a black dot This indicates the current active orbi- 
ter. Cargo. loaded by pressing <l>. goes Into the 
active orbiter. To change the active ortjiter. press 
<0 arxj then the number of your new aarjc orbi- 
ter. The computer will not allow you to cfxsose sr. 
orbiter which is rxDt current^ on the ground arxJ will 
not alter the aaive arbiter number. Use the up arrow 
and down arrow keys to selea the product to be 
loaded into the aaive orbiter. Press <L> to load t^le 
seleaed produa into th^ active ortjiter. 

Warning; 

If you exit Portmaster without having placed all the 
purchased products on one or more orbiters. the 
unplaced products will be lost 



STARPORT 
THE IVlOfMEV EXCKAIMC3E 



PURPOSE: ^ 

The Money Exchange is . a place where you can 
exchange between ore and credits or transfer ore 
between oroiters. ' j 



OPERATJON: 

Ar the side of the sLarport nearest your landers are 
the terminals for exchange. Here miners turn their 
ores into credits and transport captains turn their 
credits into Ore IV. 



IMPLBMENTATiON 

The Money Exchange screen is broken up into four 
seaions. The topmost seaion lists the surcharges for 
exchanging ore and transfering It between your orbi- 
ters. In the second seaion, information on an orbiter 
exchanging ore or two orbiters transfering ore is dis- 
played along with your current credit holdings. The 
third seaion is for any entry of any additional informa- 
tion a function may need. The bottomrrxjst seaion 
lists the some of the commands available. 

Exchanging Ore and Credits 
To exchange ore or credits, pSress <E>. The computer 
will then ask you which orbiter will be doing the 
exchange. Enter a number between I and 5. If the 
orbiteir you seleaed is at the starport, the computer 
will then display the ore loading for the orbiter. Next, 
you will be asked whether to exchange ore-to- 
credits/credits-to-ore (I) or ore-to-ore (2). 

If you have seleaed |1J, the computer will then ask 
whether you wish to exchange credits-to-ore (CJ or 
ore-to-credits |0]. If you selea credits-to-ore, the 
computer will need the number of credits to be 
exchanged and the type of ore desired. If you sefea 
ore-to-credits, the computer will ask you which type 
of ore and how many units to be exchanged. Both 
credits-to-ore and ore-to-credits will store your ore 
and credits in their apptopriate places, minus the 
exchartge surcharge. 



If you have seleaed (2). the ojmputer w»H then ask 
vA/hich ore you wish to exchange. Enter a number 
between I and 4. Next, the computer will ask you 
which ore you want. Enter a number between I and 
4. Next the computer will asJc ftjr the number of units 
to be transferred. Enter the amount T?Te computer 
will exchange your ore minus the surcharge for 
exchanges. , 

Transfering Ore Between Orblten 

The computer will need to krxjw from which orbiter 
you are transferring the ore. Enter a numt>er betv^en 
I and 5. If the orbiter you have seleaed is valid, the 
computer vM then display the ore ioading fbr the 
orbiter. Now the computer will ask fbr the rece.^/^ng 
orbiter. Enter a number benveen I and 5. Next enter 
the number of units to be transferred. The computer 
will transfer the ore minus the transfer surcharge. The 
computer will not transfer the ore If the receiving ship 
does not have a large enough ore storage capacity. 
Important: 

\X/hen exchanging a less e^qsensJve ore fisr a more 
expensive one. make sure you have at least enough of 
the kDwer cost ore to make one unit of the higher 
priced ore. For example, if you exchange 970 units of 
Ore IV for Ore I. the compjuter wiH aedit you with 
units Ore I and subtraa the 970 units from your Ore 
IV holdings. 

Exchange Rates 

At the first meeting of the ITC (Interworid Trade 
Commission), the relative values of all the ores vyere 
set and the credit was established as a universal cur- 
rency in the Local Group. The following Is a table of 
the exchange rates. Note that these exchange rates 
are subjea to starport surcharges, etc 







TO 






FROM 


Orel 


Orel! 


Orel/I 


Ore IV 


Orel 


I 


10 


100 


1000 


Ore II 


.1 


1 


10 


100 


Ore III 


.01 


.1 


I 


10 


Ore IV 


.001 


.01 


.1 


1 



1 Credit^] Ore IV=.l Ore m=.01 Ore H=.001 Ore / 
Note: All values are in units of ore. 
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THE CONTRACT HOUSE 

PURPOSE: ■ : 

Tne Contraa House represents a planet's Business 
Cooperative Companies belonging to the Coopera- 
tive place orders for off-planet produos and supplies 
(usually of slightly higher sophistication). The Contraa 
House generally offers higr^er profits on products 
Drought to them. 



OPERATION 

Tne Contract House is a large. v^ell-furr.ishecJ office 
on Che far siOe of the starporr. 



IMPLEMEfUTATION 

The Contract House screen is broken up into three 
seaions. At the top is the current contract bonus. This 
fs the amount of money you will make atxjve the your 
cost of the item, in the center of the screen is the 
avaiiible contracts list. Each item in the fist has a con- 
tract number, description, and due date. The last sec- 
tion of the screen has two functions. When you enter 
the Contraa House, the computer will print "Search- 
ing for FULFILLED and OUTDATED contracts." After 
the search is complete, the computer will ask you for 
a contraa numoer. 

To selea a contract, press the corresponding numt»er 
key. To avoid seieaing any concraos. press <ESO. 

The coorract must be returned on or before the due 
and or. the appropriate planet for payment Any 
overdue contracts vnii be erased automatically at any 
planet. No more than sixteen contracts may be heW 
at one time. Payment automatically occurs when a 
product that fulfills the contraa is on the planet 
within the due date and the user enters the Contract 
House. No contraa is binding and failure to fulfil/ it 
does not carry any penalty. 
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STARPORT 
THE TRAVELER'S TERMrMUS 



PURPOSE: '• 

tn the Traveler's Terminus you may take-on and dis- 
charge passengers. 



OPERATJON: 

The Traveler's Terminus is a dataport onto which you 
enter your ships passenger capacity and other 
information. 



IMPLEMEMTAT/ON 

The Traveler s Terminus screen is broken up into ifive 
seaions. In order, from top to bottom, they are; pre- 
fered immigrants area, the current offering area, cur- 
rent orbiter loading area, carried-passenger average 
sophistication, and the partial command iist area. 

U^en you first enter the Traveler's Terminus, you 
have the choice cf either loading or unloading travcJ- 
ers. To load travelers, press <L>. To unload traveiere. 
press <U>. 



Loading Travelerj 

After pressing <l>. the computer will need to know 
onto which ort)iier you want to load travelers. Next 
you will have to enter the,numt>er of passengers 
desired. The computer will then add the travelers to 
your current load and average them In with your 
current average sophistication. Note: This wfll change 
the value of your current passenger loading dowrv 
ward, if the new travelers are of a tower sophistica- 
tion than your current average. 

Unloading Travelers 

After pressing <U>, the computer will ne-d to know 
which orbiter to unload. Next you will need to enter 
the numoer of passengers to unload. The computer 
will subtraa the passengers and add your commis- 
sion, if any. 

Transporting Passengers 

VC/hen >ou return to the main ship {See Departures), 
any passengers on your shuttle will automatical// be 
unloaded and placed into the ayogenic vault. Once 
you have the passengers, take them to a planet that 
needs immigrants. Consult the Qjfture Ust {.Appendix 
G) and the Planet Ust (Appendix Bj to find a suitable 
planet 

Exiting Travelers' Terminus 

Press <ESO to return to the Starport menu. 
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STARPORT 



DEPARTURES 

PURPOSE: ;:: 

Departures allows you to repair and refuel your shut- 
tles and then return to the main ship in ortoit abowe 
the planet. 



OPERATION: 

The Departures area contains facilities for the repair 
and refueling of hundreds" of different types of shut- 
tles. The constant muted roar of cherrv-fueled jumpers 
?nd the sut>-sonic pulsing of elearo-gravitic drives fills 

the air. 



(MPLEMEINiTATlOW 

Depanures can De broken up into two sections. The 
first is pre-flight. the second, ascent arid docking. 

Pre- flight 

The pre-flight screen is broken up into three seaions. 
From top to bottom they are: orbiter status area, user 
input area, and the command list area. 

To repair an orbiter, press <R>. The computer will 
then ask you for an orbiter. Enter a number between 
I and 5. The computer will display the orbiter's type, 
maximum energy, minimum energy, maximum dariv 
age. and current damage., if the lander seleaed is on 
the ground, fviext. the computer will need the numtjcr 
of damage points to be repaired, if the port sophisti- 
cation is high enough and you have enough credits, 
the orbiter will be repair. ^ 

To fuel an orbiter, press <i=>. The computer will than 
ask you for an orbiter. Enter a numbef between I and 
5. The computer will display the ortjiter's type, maxi- 
mum energy, minimum energy, maximum damage, 
and current damage, if tne lander seleaed is on the 
ground. Next, the computer will need the amount of 
energy to be put into the orbiter. Enter a positive 
number up to the displayed maximum. If there is room 
and sufficient funds, the computer will store the 
energy in the orbiter. 

To board an orbiter. press <B> and then press the 
corresponding number key of the orbiter you wish to 



board. Boarding an ortjiter Is necessary so that the ' 
computer know? wfiere you are In case of an ortjiter 
crash If you neglea to choose an orbiter before 
launchir^g. the computer will select an orbiter for you 
automatically. 

To exit back to the Starport Menu, press <ESO. 

To launch the orbiters. press <L>. » 
Important 

Do not try to refuel an orbiter until you are ready tc 
leave. Starport regulations prohibit ful^^fueled space- 
craft that are not immediately ascending to orbit If 
you do purchase fuel and then exit Departures, you 
will be charged but the fuel win not be p\3csd on any 
of the orbiters. 

Ascent to Orbit 

After <L> is pressed, the computer switches screens 
and begins the automatic countdown. The count- 
dowr\ may not be atXDrted. 

After the countdown and launcfi. the screen will dear 
and up to five areas will fill in vwlth data on each of xhc 
orbiters. Each seaion of the saeen will have data on. 
orbiter number, current attitude, target altitude (dock- 
ing altitude), current damage, arxj fuel. The fuel supp.^ 
is represented Cy a horizontal bar beneath each of the 
active orbiter displays. The last 25% of the bar is red, 
as a low ftjel warning. The bar will slowly shrink a: 
fuel is consumed. 

An orbiter's status can be changed by pressing the 
corresponding number key. For example. If orbiter 
#4 has an "ascending" status, pressing <4> wi: 
change it to "aborted." (descending). Pressing <4> 
again would change the status back to "ascending.' 
Once a ship has landed or docked. Its status may no 
be changed. 

If an orbiter's status changes to "LOS." this meaa- 
that you have lost contact with that "orbiter. Durinc 
an "LOS," status, you are unable to send command 
or receive data from that particular orbiter. Your owr 
orbiter will not go to "LOS" status, you are on it ar.c 
able to give commands In persoa The frequency c 
"LOS" coming up is directly proportional to a planet" 
hbstiliQ'. 



APPENDICES 




A: STARSYSTEM LIST 

LOCAL Gf?OUP ST/£RS 



Gaiart/c Coordinates 

r.ame 

Ce Ente Cslad 
Ciyt/os 
Delmoj 

Doug/ris-Ouyang 
Eros 
Evrytlon 
Gode/ 
Hope 
ichurr 
Kochab 
Wllock 
Phobos 
Pr/sa 
Pyxis 

RCJ 2336B 
Toasceda 
TvA/a/n 
Vromus 
Zhijou 

Zworzykn's Star 

A main sequence star. The,c>pe of star that typically 
torms p/anets. , 

GIANT: 

Thousands of times larger than a main sequence star, 
the giant star has an extremely short /ifespaa 

DWARF; 

A main sequence star that has exhausted all of its fuel. 
Very old and unlikely to have planets. 



X 


Y 


Z 




-2 


13 


-10 


Giant 


8 


-7 


-3 


Giant 


-10 


18 


-5 


Neutron 


4 


21 


13 


KAairi 


-29 


-9 


13 


Main 


I 


-10 


-11 


Giant 


12 


4 


-7 


Main 











Main 


4 


5 


4 


Main 


-6 








Main 


-I 


-9 


9 


Main 


-11 


19 


■4 ■ 


Main 


2 


-1 


-3 


Main 


-I 


5 


-3 


Main . 


2 


. -5 


8 


Giant 


-7 


-2 


-10 


Main 


8 


-7 


3 


Main 


9 


-4 


-7 


Matn 


16 


7 


13 


Main 


1 


2 


-18 


OA/arf 



NEirrnoN: 

The remains of a giant star that has exploded. 
Extremely dense, emitting little or no heat 



B.g APPEN DICES 

B: PLAIMET LIST 

- LOCAL GROUP PLANET USf 





Starsystem 


Type 


Radius 


CL«. 


PS 


SP 


DO 


DSP 


Aqulesca 


Evrytion 


Gaseous 


65.000 


N/A 


' N/A 


N 


N 


hi /A 


ArbesT 


Eros 


Habitable 


5.800 


7 


96 


Y 


Y 


TO 


Au Cassbo 


Ce Ente Calad 


Gaseous 


24,000 


N/A 


N/A 


N 


M 


M/A 


Auerl Ise 


Douglas-Ouyang 


Habitable 


5,800 


1 


24 


hi 


M 

1 Tl 


M /A 
1 v/y*\ 


Austfberg 


Gddel 


Airless 


7,100 


N/A 


N/A 


N 


N ' 


N/A 


Ax/a 


Hope 


Hzbitabie 


6.300 


7 


83 


Y 


Y 


O w 


Bahnlr 


Pyxis 


Habitable 


5,100 


8 


57 


Y 


Y 


61 


Ba/nes 


Nilock 


Gaseous 


65.000 


N/A 


N/A 


N 


N 


N/A 


Ba/{olsof 


Nilock 




4,800 


, 5 


61 


N 


N 


N/A 


Benlson 


Zhisou 


Habitable 


6,500 


6 


66 


Y 


Y 




Beurn 


Icharr 


Habitable 


4.500 


9 


40 


Y 


N 


N/A 


Cetus Amicus 


Icharr 


Habitable 


4.800 


7 


80 


Y 


Y 


80 


Clyde 


RCJ 2336B 


Airless 


5.100 


N/A 


N/A 


N 


N 


N/A 


DIftalpa 


Deimos 


Airless 


9.900 


N/A 


N/A 


N 


N 


N/A 


Echawwa 


Nilock 


Gaseous 


16.900 


N/A 


N/A 


N 


N 


N/A 


Feredkor 


Douglas-Ouyang 


Airless 


5.200 


N/A 


N/A 


N 


N 


N/A 


Fe%A/ef 


Pyxis 


Habitable 


6.400 


7 


74 


Y 


N 


N/A 


Glafia 


Hope 


Airless 


12,000 


N/A 


N/A 


N 


N 


N/A 


Grotto 


Pyxis 


Habitable 


5.000 


6 


76 


Y 


N 


N/A 


Hjlang Bao* 


Toascella 


Airless 


8.700 


N/A 


N/A 


N 


N 


N/A 


Mfose 


Prisa 


Habitable 


5.100 


1 


32 


Y 


N 


N/A 


Jembam Touk 


Toascella 


Airless 


12.000 


N/A 


N/A 


N 


N 


N/A 


Kljklsmok 


Vromus ■ 


Gaseous 


50.000 


N^A 


N/A 


N 


N 


N/A 


Maelstrom 


Phdbos 


Airless 


9.100 


N/A 


N/A 


N 


N 


N/A 


MIga Kambut 


Douglas-Ouyang 


Habitable 


6.950 


8 


54 


Y 


N 


N/A 


M/lokarr 


Toascella 


Habitable 


6.800 


: 9 


55 


Y 


N 


N/A 


Mfunbleter 


Vromus 


Gaseous 


9.800 


N/A 


N/A 


N 


N 


N/A 


Myi 




Habitable 


4,100 


3 


36 


Y 


N 


N/A 



APPENDICES 
B: PLAMET LIST 

LOCAL GROUP PLANET LIST 



B.C 



Name 


Starrystem 


Type 


Ob<i Autuahn 


ri KJOOi 


Gaseous 


Pefador 




Gaseous 


Peschal/la 




Airless 


PhlJoj 




Airless 


Rays Alba 


nope 


Gaseous 


l7oL/vchorra 




Habitable 


Schnorr 


Vromus 


Gaseous 


Schrelos 


Phobos 


Habitable 


Selplchuk 


Eros 


Airless 


Sere.nd/plty 


Kochab 




SJrrfaJ 


Dougfas-Ouyang ' 


Habitable 


S'romoka 


Godel 


Airless 


Stowe 


Twain 


Habitable 


Temblon 


Twain 


Airless 


Thor 


Godel 


Gaseous 


Tfygleve 


Kochab 


Gaseous 


Vromus Prime 


Vromus 


Habitable 


Zeath 


Prisa 


Habitable 



Table abbreviations: : 

CUL Culture number 

PS Population sophistication 

SPi Starport present 

: Drydock present 

DSP Drydock sophistication 

N/A Not applicable 

HABITABLE: 

A planet capable of supporting human life. TTtc 
surface can be mined and it is very likefy that there 
is a starport on the surface and a drydock in orbiL 

AIf?LESS: ^ 

A planet lacking an atnxjsphere. Hostile to human life 

although the surface rnay be mined. 

GASEOUS: 

A planet charaaerized by a dense poisonous 
atmosphere, an ice core, and a constantly changing 
surface. This ^e of planet cannot be mined or landed upon. 





CuL 


PS 


SP 


DO 


DSF 


12.560 


N/A' 


N/A 


N 


N 


N'// 


9.200 


N/A 


N/A 


N 


N 


N/.' 


8.900 


N/A 


N/A 


N 


N 


NA 


7.800 


N/A 


N/A 


N 


N 


N// 


9.900 


N/A 


N/A 


N 


N ' 




5.000 


4 


31 


Y 


N 




64.500 


N/A 


N/A 


N 


N 


N// 


4J00 


4 


29 


Y 


N 


N/, 


13.500 


N/A 


N/A 


N 


N 


N// 


6.200 


7 


63 


y 


Y 




4,300 


3 


60 


Y 


N 


N/A 


9.000 


N/A 


N/A 


N 


N 




6.400 


2 


67 


Y 


N 


N/A 


6.000 


N/A 


N/A 


N 


N 


N//~ 


6.500 


N/A 


N/A 


N 


N 


N/A 


6.900 


N/A 


N/A 


N 


N 


N/A 


6.700 


7 


87 


Y 


Y 


86 


6,000 


7 


79 


Y 


Y 


7b; 



C.4 
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C: PARTS LIS 



SHIP L 



HYPEnDRA-TE 
SYSTEM 

# type 

Quantum Divsn 

1 Cee Squared 

2 Interspace Prod 

3 Jonisiodal 02 

(a) Energy units used per lighr-year of travel, 
fb) Range in light-years. 



dp 


sz 


eufa) 


V5 


range fbj 


joph 


cojtluj 


15 


5 


10,000 


8 


7 


70 


35,000 


15 


6 


30.000 


9 


9 


80 


40,000 


16 


6 


,45.000 


9 


11 


85 


45.000 


17 


7 


50,000 


to 


14 


85 


55,000 



SUB-LIGHT DRIVE 
SYSTEM 1 

# type 

4 (on 

5 Rynox Disprsmnt 

6 Rssion 

7 Fusion 

8 Induced Gravity 

9 Thruster 
10 Picametric 



dp 


sz 


eu fa) 


vs 


grav (b) 


ore A//mln (c| 


soph 


15 


5 


200 


■ 7 


2 


1 


45 


15 


5 


274 


6 


5 





60 


12 


4 


326 


7 


30 


4 


50 


>6 


5 


350 


4 


100 


2 


65 


20 


2 


500 


10 


300 





80 


18 


8 


600 


12 


500 





90 


20 


10 


1300 


8 


1000 





95 



cost"/; 
20.0-C 
20,0C 

24,^: 

29.0C 
29,0C 
38,0^: 
48,(X 

fa) Energy units used for grgvities/minute of aceieration in l/lOOOth's of an energy un 

fb) Maximum gravities of acceleration. 

fc) Units of Ore IV/minute consumed. | 



BRIDGE 
SYSTEM 2 

# type 

n Xorconn 

12 Blathchzeck 

J3 Trentificus 



dp 


SZ 


VS 


soph 


cost (O) 


4 


4 


4 


60 


3,000 


5 


4 


4 


65 


5,000 


9 


6 


5 


75 


9,000 



Abbreviations used In this list 



# Part Catalog Numtjer 

DP: ...^ Damage Points 

VS: Visibility 

COST Base Part Cost fin credits) 

SZ: Size (# of hulls req.) 



EU: Energy Units 

SOPH: Part Sophistication 

TYPE: Brand NJame or Type of Par 

O Credits 



APPENDICES 

C: PARTS LIST 

SHIP PARTS List 

ACCUMULATORS 
SYSTEM 3 



# 


type 


dp 


eu (aj 


V5 


14 


Allcis Group 


5 


10,000 


1 


15 


Zeus Storage 


7 


20,000 


I 


16 


VoJtac Group 


- 10 


45.000 


2 



modules fb) soph cost {fj) 



8 • 


45 


J.OOO 


6 


50 


1.500 


3 


80 


1,800 



/a) Energy unm of storage per module, 
(b) /Vumoer of modules per hu/l maximum. 
Note: 

Nc more than 24 modules of any type may be carried on board your ship. 

1 i 

CONK^ITTER 
SYSTEM 4 

# type 

Fuel Cell 

Fission 

Fusion 

IWass Conversion 

(a) Energy units proouced per second. 

(b) Energy units produced per unit of Ore fV con-^erted. 



17 
18 
19 
20 



dp 


sz 


eu faj 


V5 


eu/one fV fbj 


soph 


cost (OI 


8 


2 


5,000 


I 


3 


55 


10.000 


10 


4 


9,000 


3 


4 


. 45 


8.000 


12 


5 


12,000 


;4 


8 


60 


15.000 


16 


8 


25.000 


8 


17 


95 


35,000 



DOCKIfUG ADAPTER 
SYSTEM 5 

# I type 

21 i Toiooilo 

22 Koto Company 



SYSTEM 6 



dp. 


sz 


vs 


soph 


cost/O) 






8 


4 


7 


55 


2,500 






10 


4 


7 


60 


3,000 






dp 


SZ 


eu (a) 


vs 


gravs max (b) 


soph 


cost(O) 


1 


3 


10 


1 


5 


70 


17.500 


2 


3 


60 


2 


10 


80 


19.000 


5 


6 


100 


2 


300 


80 


22.000 


4 


4 


300 


5 


1000 


90 


30.000 



# type 

23 Franklin Lab 

24 Gelt industries 

25 Vromus 

26 Athik Technical 

fa) Energy units used per gravity of acceleration/second, 
(b) Maximum number of gravities that can be compensated. 



c.e 
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SHIP PARTS Ur> 



ORB/TAL SCANNER 
SYSTEM 7 

# type 

27 Manx 

28 Hai' Systems 

29 Psion 

(a) Energy units used per scan. 

(b) Maximum scanning" range in kilometers. 

RESOURCE SCANNER 
SYSTEM 8 



dp 


a 


eu (a) 


vs 


range (b) 


soph 


costfU) 


3 


2 


1,500 


4 


30.000 


55 


10.000 


4 


2 


750 


4 


65.000 


70 


13.000 


7 


3 


1.000 


3 


100.000 


85 


18.000 



# 


type 


dp 


sz 


eu (a) 


V5 


range (b) 


accuracy |c) 


soph 




30 


Petroscan 


I 


I 


2.000 


2 


500 


20% 


55 


12.00C 


31 


NDT Inc. 


3 


2 


2.000 


3 


l.OOO 


25% 


65 


13.000 


32 


Rosisnski 


3 


2 


2.500 


3 


5.000 


20% 


70 


16,00C 


33 


Agean Technical 


4 


2 


1.500 


4 


5.000 


15% 


80 


18.000 


34 


Axian Corprate 


6 


3 


1.000 


3 


10,000 


15% 


85 


20.00C 


35 


Psion 


9 


5 


2.000 


5 


10.000 


5% 


90 


23.00C 



(a) Energy units used per scan. ' 

(b) Maximum scannir>g range in kilometers. 

(c) Percentage error (—/+). 



HIGH DEFINITION SCANNER 
SYSTEM 9 

# type dp sz eu (a) vs range (bj rriax mag (c) soph cost(C^ 

36 Ro^isnski 2 3 .2.000 5 10.000 i 250% 70 17.000 

37 Axian Corprate 3 2 1,500 4 15.000 380% 75 .17.00C 

38 Psion 1 1 1,500 2 28.900 ■ 510% 85 20.00C 

(a) Energy units used per scan 

(b) Maximum scanning range in kilometers. 

(c) Maximum magnification percentage. 



MISSILE RACK 
SYSTEM 10 

■ # typfr dp sz eu vs msu/rack (a) capacity (b) 

39 Standard 5 10 2 20 20 

|a) Missile size units per missile rack. 

fbj Maximum numtjcr of racks on board your ship. 



soph coxt{^ 
55 ' 5.000 



'APPENDICES 
C: PARTS LIST 

SHIP PARTS LIST - 

MISSILE LAUNCHER 
SYSTEM II 

type 

40 Woden Arma 

41 Wcdsn II 

42 Giapereni 

(a) Energy unics to launch a salvo. 

(b) Missiles per w/vo maximum. 



dp 


sz 


eu (a) 


vs 


msl/j/v (b) 


soph 


cost (O) 


5 


I 


100 


5 


2 


55 


11.000 


7 


I 


125 


S 


4 


60 


12,500 


10 


2 


400 


9 


8 


70 


2!, 000 



L'KSER PROJECTOR 
SYSTEM 12 
M type 

43 Zeus 

44 Woden Boirfire 

45 Sunstorm 

46 Franklin IV 

47 Sunsrorm HF 

48 Franklin Vl 



fa) Energy units per pulse fired, 

(b) Range in kilometers. 

(c| Seconcs between pulses. 

|dj Damage infliaed per pulse. 



dp 


S2 


eu faj 


V5 


range (b) 


pulse Ic] 


dam (d) 


soph 


cost HJ) 


10 


4 


15,000 


8 


5.000 


20 


4 


60 


II.0OO 


12 


4 


17,500 


8 


5.000 


18 


8 


65 


13.000 


8 


5 


20,000 


10 


10.000 


7 


10 


70 


14.000 


JO 


5 


25,000 


10 


5.000 


3 


20 


75 


i7.boo 


n 


6 


31.500 


12 


10.000 


6 


25 


85 


19.000 


13 


7 


30.000 


-13 


15.000 


JO 


35 


90 


24.000 



SHIELD GENE.7ATOR 
SYSTE.M 13 

# ^e 

49 (Cote Company 

50 Hai' Systems 

51 Repellent 

52 Axian Corprate 

53 Voitac GfOLp 

54 Wcaen Plate 

(a) Energy units per damage point absort>ed. 
lb) Damage points blocked maximum. 



dp 


,sz 


eufaj 


vs 


dp b/kd (b) 


soph 


cost l«J] 


10 


2 


1.000 


1 


3 


65 


8.000 


J4 


2 


1,200 


1 


4 


70 


9,500 


11 


3 


1.800 


2 


8 


75 


18,000 


20 


4 


!,700 


3 


14 


85 


20,000 


IS 


4 


2.000 


2 


14 


80 


18,000 


25 


5 


1.900 


4 


20 


90 


23.000 



ELECTRONIC COUNTERMEASUfTE 
SYSTEM 14 

* type dp 

55 Vo/tac Group 2 

56 Entrohaad 3 

57 Woden Confusior 5 

(a) Energy units per missile jamming attempt 

(b) Percentage o^ effeaK/e attempts. 



C: PARTS 

SHIPPAJmu 



sz 


eu(a) 


vs 


effect (b) 


soph 


COSt((^) 


I 


2.000 


i 


5% 


65 


7.000 


I 


1.500 


I 


11% 


70 


13.000 


2 


6,000 


2 


18% 


85 


19.000 



ASSAULT CAPSULES 
SYSTEMS J 5- 1 9 

* type 

58 Woden I 

59 Koto Conqrer 

60 Vt/oden ll 

61 Vo/tac Group 

62 Woden Assau/t+ 

fa ) Energy units required for launch (in lOOO's of energy units), 
(b) Surface attack faaor. 
|c) Crew required to launch. 



dp 


sz 


eu fa) 


vs 


saf(b) 


crew (cj . 


soph 


cost itj) 


20 


I 


100 


5 


175 


6 


65 


11,000 


27 


I 


175 


5 


250 


11 


70 


17,000 


30 


J 


270 


6 


290 


18 


75 


20.000 


42 


? 


400 


7 


315 


17 


80 


28.000 


60 


1 


1,000 


9 


400 


24 


90 


30,000 



dp 


sz 


eu(aj 


vs 


ore cap fb) 


crew (c) 


eft: fd| 


soph 


cost f J. 


10 


1 


75.000 


5 


25.000 


20 : 


6% 


70 


16.00 


15 


I 


100,000 


6 


75.000 


23 ; 


11% 


75 


22.00 


20 


I 


150,000 


8 


135,000 


18 


13% 


85 


24.60 


30 


I 


240.000 


9 


200.000 


8 


17% 


90 


29.00 



ORE PROCESSOR 
SYSTEMS 20-24 

# type 

63 . Columni 

64 Datar Grubber 

65 Vo/tac Group 

66 Dirtmaster 

(a) Energy units required for launch. 

(b) Total Ore capacity in units. 

(c) Crew required to launch. 
|d) Ore recovery effeciency. 
PJote: 

Processing rate is constant for all processors. 

CARGO HOLD 
SYSTEM 25 

* type dp sr vs soph costfO) 

67 Standard 5 2 2 50 5.000 
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C: PARTS LIST 

, i 

SHIP PARTS LIST 



CRYOGEMIC VAULTS 
SYSTEM 26 



# 


type 


dp 


sz 


eu |a) 


1 

vs 


capafb) ; 


loss (c) 


soph 


cost (U) 


68 


Ageless Ind. 


3 


1 


250 


I 


100 


77% 


60 


7,000 


69 


Proxima 


2 


I 


325 


! 


250 


89% 


65 


9,000 


70 


Kinropir' tern 


5. 


J 


200 


1 


270 


98% 


75 


14.000 



(a) Energy required to re/ive 1 person. 

(b) Capacity in number of persons. 

(c) Percentage of persons who survive the revival process. 



ORBITAL SHLTTTLES 
SYSTEMS 27-31 



# 


type 


dp 


a eu (aj 


vs 


psngr (bj 


carg (c) 


ore fdj 


soph 


cost liJl. 


71 


Ouentrix 


20 


1 10.000 


4 


3 


100 


180,000 


65 


10.000 


72 


Columni 


25 


I 25.000 


5 


5 


150 


360,000 


70 


15.000 


73 


Da tar 


30 


I 30,000 


7 


11 


200 


600,000 


70 


17.000 


74 


Icarus 


30 


1 37,000 


7 


20 


230 


750,000 


75 


20.000 


75 


Axian Corprate 


35 


I 48.000 


8 


56 


300 


1,000.000 


85 


25.000 



(a) Energy units required for launch. 

(b) A/aximum passenger capacity. 

fc) Cargo capacity (in cargo size units], 

(d) Maximum Ore capacity in units. 



AlJrODOCTOR 
SYSTEM 32 



# 


type 


dp 


sz 


eu fa) 


vs 


cures (b) 


soph 


cost (O) 


76 


Safven 


2 


1 


l.OOO 


I ■ 


65% 


60 


6,000 


77 


Primile 


3 


1 


1.400 


1 


75% 


70 


9.000 


78 


Tnthens 


I 


2 


9,000 


2 


90% 


90 


13,000 



(a) Energy units per casualty healed. 

(b) Percentage of successful cures. 



















HHHIHI 






■■■■ 
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ORE STORAGE 
SYSTEM 33 

# type 

79 Baynus 

80 Datar 

81 Voltac Group 

faj Maximum Ore capacity in units 



dp 


sz 


vs 


stored (a) 


soph 


costfOI 


s 


5 


5 


900.000 


40 


2,000 


5 


7 


7 


1,250,000 


45 


4.000 


8 


9 


9 


2,000,000 


50 


7.000 



CREW OUAJ?TERS 
SYSTEM 34 

# 

82 
83 
84 
85 

{ a ) Maximum crew accomodated. 



type 


dp 


S2 


V5 


accom (a) 


soph 


cost I (J) 


Kraakobinir 


2 


I 


! 


40 i 


50 


2.000 


Vromus 


4 


2 


2 


65 


55 


4.000 


Puilenmot 


7 


, 3 


3 


128 


55 


5.000 


Axian Corprate 


9 


3 


4 


213 


65 


7.000 



RESCUE POD 
SYSTEM 35 



# type 


dp 


sz 


eu (a) 


vs pers/pod (bJ soph 


86 Colli 


8 


I 


10,000 


3 


50 


55 


07 Baynus 


4 


2 


30,000 


5 


200 


70 


fa) Energy units needed to launch rescue pods. 






{bj Maximum persons/pod. 




i 






tOMPUTER 








1 






SYSTEM 36 














# type 


dp 


sz 


vs capc^fa] 


soph 


cost HJ) 


88 AE3504 


J 


I 


1 


10 


65 


10,000 


89 Aikis 2 


I 


I 


I 


12 


75 


12.000 


90 AF2I98 


2 


1 


J 


15 


85 


13.000 


91 CA 6605 


2 


2 


2 


17 


90 


17,000 


92 GF8738 


3 


2 


2 


22 


95 


20.000 



cost iij) 
1,500 
2,000 



(a) Maximum timeshare units capacity. 
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MASS STORAGE 
SYSTEM 37 



# 


type 


dp 


sz 


vs 


capcty(a) 


soph 


COSt(O) 




93 


Skandis 


2 


I 


I 


25 


60 


5.000 




94 


Datar 


3 


1 


I 


35 


65 


6.000 




95 


Diaonne 


■ 5 


1 


1 


40 


75 


8,000 





(a) Maximum timeshare units capacity. 



CRE^wC ARMOR 



type 

b Pan' tra 
1 Kevex 

X, \X/oden Gyfal 

(a) Artack faaor per unit of armor. 



2 
3 
5 



soph 
58 
67 
79 



costfOl 

1.000 
2.000 
3,000 



Note: 

Crew armor does not use the standard parts 
numPering system. 



D.1 2 
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D: 


PROGRAM UIS". 

COMPUTER PROGRAM 


# 


type 


timeshare description 





Weapon 


5 


wcdfjuia 't.rdCKirig ana Jauncn 
control 


I 


Autofire 


2 


ivui impicmcniea 9i uiis ume 


2 


Amphib Assault 


4 


Controls assault capsule attacks 


3 


Defense 




Reduces incoming miss/le accursr 
t3y6% 


4 


Resource 


2 


Scans body orbited for ore 
concentrations 


5 


Docking 


4 


Controls sh/f>-to-ship dockirg 
maneuvers 


6 


Shuttle Controf 


I 


Controls ssccnt and descent of 
orbital shuttle 


7 


Sub-C Navigation 


5 


Calculates and controls ship sub- 
light manetA«r3 


8 


i-<yper Navigation 


5 


Calculates arxj controls ship hype 
• space maneuvers 


9 


Market. 


4 


Analyzes cargo catagory and 
sophistication 



Computer softv^re costs 1,500 CTe<iits per program 
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E: WEAPOM LrST 



* type 
DNT 
' Fission 

2 Fusion - 

3 Neutron 

< Field Effea 

5 Proton 

6 Empulse 

7 P-jrk/ 

8 Stea/m 

9 Nova 



Tabfe abbbrev/atfons; 

t^-isslle size units 

r,.., Accuracy in percent 

Damage 

Soph/5 tication 

/Vote: 

Range ,s measured m kilometers. Accuracy is 

^adsi'iT'' P^^^ram runn/ng'^otherw/se 

aoo 6% ro a maximum of 100%. 



MSU 


Range 


AC 


DAM 


SP 


t 
1 


15,000 


97 


5 


50 


3 


15.000 


96 


JO 


50 


4 


15.000 


96 


20 


55 


3 


JO. 000 


92 


5 


55 


8 


10,000 


90 





70 


10 


7.500 


93 


SO 


65 


13 


10.000 


73 


C 


85 


6 


7,500 


68 


10 


85 


5 


10.000 


85 


30 


80 


20 


7.500 


47 


!50 


95 



cost f O) 

1,000 

1,500 

2,000 

2,000 
2.700 
3.000 
5.000 
5,000 
5,000 
20.000 



effects 
genera/ damage 
gencrai damage 
general damage 
mostiy anti-pcrsonncl 
only anti-personnel 
genera/ damage 
bums-out electronics 
avoids ^ield effea 
negates ECM effea 
general damage 



F.1^ APPENDICES 

F: PARTIAL PRODUCTS LIST 

PARTIAL PRODUCTS UST. 



1 V*l 1 1 ic 


Tvoe 


cs 


SP • 


DescrlDtlon 




frwl 


ID 


20 


Caleorain ale 


rieimoia 


IIIC 


J" 


^1 


1 arnp iellv>-!ilfe beast ianitK SOODtaneOdsK/ 




fum 


o 






Sloboc 


ClI u 


2 


23 


Miniature hand Dumcv^d instruiDcnt. 




lifo 

II ic 


IZ 






Gni^n tags 


pers 


a 








food 


t. 


7A 








■J 

i. 


77 
Z / 










s^^undina 


Lu Onodssto 


life 


25 


23 


Liquid black cofored: feed on solar energy. 






2 


29 


Haliucertogenic drug. ( 




food 


1 


30 


Vegetable paste, sw/eet tasting. 


hM r»m 1 3 f PI A n 




16 


3J 


Old s^e oscillating polisher. 


13 ^ Tp-w f/ 




I 


jz 


Rare sriice irresistable tSStC. 


rrOpcipcuO i rina«ii 


IMC 




34 


Used as a war-animal, for riding or pulling. 


Benlck's Beer 


food 


15 


35 


Miidy alcoholic chocolate drink. 


Jymropp3 


medi 


21 


36 


Bark, dipped in water and eatea for casing stress. 




educ 


2 


37 


Primer of common alphabets. 




life 


2 


38 


Furry 5-legged animal used as a chlkf s pet 


Brivardo 


life 


10 


39 


Roving bushcreepers, agressivc to other plants. 




dth 


2 


40 


Extruded vegetable-based ckJth. 




entr 


3 


42 


Musical instrument. 


inaruscry ^ 


pers 


5 


43 


Used for befundi quivwer rerrxval. 


Pf 1 1 H 
ClllCVUU 1 


pers 


1 


44 


Mechanical wrist chronograph, low accuracy. 




food 


1 


45 


Seeds excrete a potent natural food preservative. 




misc 


2 


46 


Scented candle, fumes have antiseptic qualities. 


penet-Autupie 


arti 


67 


48 


Light sculptures named after the artist 


Verga Leaves 


medi 


I 


50 


Valuable heart stimulant 


Slldeo 


food 


50 


51 


White, crystalline bread. 


Kebmoha 


tool 


2 


52 


Eiearonically controlled fluid vah/e. 


Dentebrlte 


pers 


1 


55 


Tooth polish. 


Mexe 


pers 


12 


56 


Personal exercise machine. • _ 


Insta-shelter 


misc 


20 


57 


Portable lightweight all-climate shelter. 


Fanalsl - 


food 


9 


58 


Uvestock feed-cracker. 


Vel'dran 


pers 


2 


59 


Portable high intensity light source. 


Rug Beasts 


fum 


1 


60 


Moss-like growth used as natural carpet 


Drejkid Durf 


tool 


1 


6! 


Holographic image reorder. 


Nuhg 


pers 


15 


62 


Reversable static field shower. 
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F: PARTIAL PRODUCTS LIST 

PARTIAL PRODUCTS LJST 





Type 


I — J 


CD 


Description 




misc 


^U 


OJ 


Synthetic food presen/at/ve. 




misc 






Energy absorbant paint 


nip r OQ 


citn 


1 


65 


Field-controHed gas cloud worn on lower body. 


^,,1 KIaK f4w^ 


. cltn 




66 


Blood-dyed garment, a rage on high sophistication 










pidricLS. 




pers 


f 


A7 
O / 


rortaoie srxjwer \Z\j applications). 






1 1 


7n 

/w 


1 ne canoy maoe or suniigntr — we^MJSh. 


n* V/lnpr ^Ipn*kn 


weap 


in 

lU 


11. 


Ultrasonic paralyzer. 








74 


0>oK ikaiKd r ly^Dcci, in SncctcO iDrm, 


Pemexin Parts 

1 ^ III ^ ^\ Iff 1 CI < 


i " 


c 




i\cpit/"ndracniny i» *apc^onionTiinQ poiTS. 


Frent'izlne 


m^rii 


1 
1 


/ o 


^Cl MC^pCVki IJM 1 H I If 1 IU< ■I'Cdl.ivJf 1 UiwU. 


Mour's FJngerplece 


jewl 


I 


80 

WW 




Alugh educ 


educ 


7 


80 


' *U kWI i ICl i.wW UL/LAi/' Id Ik Iwl wd IkkaT^dLCl ' ILAJ U Of* Iwb^a 


B. Doshnfva's Tyna 


dtfi 


3 


80 




Zheezni 


life 


5 


81 


Bioengineered child's pet. 


rLaKs Gravltramp 


fum 


112 


81 


Creates local zones of differing gravity. 


Pupba py 


iife 


I 


81 


Natura/y attraaed to excellent vocalists. 


KCLA Lambate 


arti 


2 


82 


From the art-tech of Vowiotan. 


Nullgravs 


tool 


5 


83 


Repellor attachments to carry heavy ob|ects. 


Afraslyab Memoirs 


educ 


2 


94 


C;ystal<oded memoirs of the baasra-AftasJ 


Svengall 


life 


1 


85 


Amoeba-like 1 meter diameter, emits euphoric scent 


Mangle 


tool 


2 


86 


Used to f»ll spaces, expands until mdring a wall. 


U/ewush: Gastroiogfca 


entr 


3 


87 


Wewush's crystalfax of the great foods of the LG. 


Shk-tijr 


food 


1 


89 


Bevy of artificial creature, eaten alive. 


Hexarilne 


fQOd 


2 


94 


Engineered fruit, a Wewushian favorite. 



Table abbreviations: 

CS Cargo size 

SP Sophistication 
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G: CULTURE LIST 

A GUJDE TO CULTURAL EPOCHS 

" " ACCEPT 



CODE EPOCH DESCRIPTION IMMIGRANTS ILLEGAL PROD TYPES 



1 


Pre-Cultural 


Clans, tribes, no politia. A - 
chaos, of primitive expression. 


YES 


(NONE) 


2 


FuedalIsm 


Rural art, naturally shaped. 
Warriors and Priests in power. 


NO 


ARTI. EDUC. INFO 


3 


Breakdown 
of Fuedal/sm 


Exhaustion of early art forms, 
the Reformation. 


YES 


ARTI, NARC, ENTR. 
PERS. JEWL 


4 


Formation 
of 

Aristocratic 
Statej 


Mature art new forms of math, 
philosophical vworld vie^A/s and 
puritanical religions opposed to 
growing absolutism. 


NO 


ARTI, EDUC, fMARC 
PERS. JENXl. FURN. 
CLTH, FOOD 


5 


Absolutism 


Aristocracy held in check by 
King/Tyrant with Bourgeoisie. 
The zenith of mathematical 
thought, intellectuaiization of 
art. the great concius/ve 
systems of thought 


YES 


\X/EAP 


6 


Revolution 
and 

Napoleonljm 


Bourgoisie against alliance of 
King/Tyrant and Aristocracy. The 
Viaory of Money over Blood. 
Exhaustion of art forms. 


NO 


EDUC. TRAN, INFO. 
\X,'EAP, 


7 


Transition 
from 

Napoleonism 
to 

Caesarlsm 


The epoch of Contending States. 
Dominance of Money ("Demo- 
cracy'') Rational social ethics 
replace Religion. Final world 
sentiment Conceptual art Rnal 
Thought in Mathematics. 


YES 


NARC, lU\y. BCX3U 

i 


8 


Caesarism 


Viaory of Force-Politics over 

Money. The decay of nations 

into a formless mass, soon to be 

made Into an Imperium of grac*- 

ually increasing despotisnx 

Archaic exotic art 
* 


NO 


EDUC, WEAP. .BOGU 


9 


Final 

Political 

Form 


The world as a spoil. Primith/r 
human conditions thrusting up 
into the highly civilized mode 
of living. 


NO 


(NONE) 



Name 



I 2 



ZM-m 


3/6 


■ 6/7 


Explorer 6A 


108/7 


96/4 


Ignla 


25/10 


2I/I 


AJ Vexan 


6/7 


3/4 


Tul Edur 


24/10 


7/1 


DN-300 


4/8 


6/6, 


DN-310 


9/6 


48/7 


Horizon JI 


5/5 


60/8 


Koj>'gin 


3!/7 


24/5 


Radpyo" ol 


18/8 


6/J 



I 



H: SHIP DAT/- 



Section Slre/VIslbZ/Jty cost l(J 



3 


4 


5 


6 


7 


8 




96/10 


6/2 


12/4 


6/2 


. 16/6 




2l60i 


108/7 : 


16/4 


48/6 








56.02. 


21/5 


21/5 


12/4 


16/7 






17,235 


4/5 


32/8 










n.90C 


2/3 


2/3 


6/8 


6/8 


15/3 


3/7 


^2.30C 


16/6 


6/4 


36/7 


2/6 






13,43C 


52/3 


52/7 


52/7 


22/5 






34,20C 


5/3 


31/5 


4/5 








18,64 5 


8/5 


9/3 










14,755 


24/3 


17/7 


17/7 


4/6 






15,6SC 



r 
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i: C3LOSSARY OF TERMS 

ACCUMULATOR: 

Stores energy, essentially a large baaery. The use of these allow a greater energy 
expenditure in a minimum amount of time, necessary for )-yperspace entry. 

AIRLESS: 

A planet which lacks a breathable atmosphere. Totally hostile to unproteaed 
humans. 

ARMOR: . 

A term referring to the self-powered suits crew members use on assault capsule 
missions and boardings. They ennance the user's senses and gr>/c increased 
mobility/strength. 

ASSAULT CAPSULE: 

Space-age troop earner with small attack capabilities of its own. Usually used to 
clear a hostile area prior to deployment of ore processors. See ORE PROCESSORS. 

AUTODOCTOR: 

Automated surgeon able to oiagrose and treat simple illnesses and injuries. 
BOOT: 

Term meaning to start the computer using a particular disk. This is done by 
placing the disk in the drive and then turning on the power to the computer. 

BRIDGE: 

The seaion of the ship from where the captain commands. 
CARGO HOLD: 

The area of the ship where cargo is stored. 
COMPUTER: 

A machine which processes'' data using predefined instructions which are pro- 
vided by a human operator. Used to control much of the equipment on the ship. 

COfSA/ERTER: 

Transforms Ore IV into energy. See ORE IV. 

CREN*' ARMOR: 
See ARMOR. 

CREW QUARTERS: 

A section of the ship which contains sleeping, food preparation, recreation, and 
sanitary facilities for the crew. 

CRYOGEfMIC VAULT: 

Low temperature (98 degrees K) storage for humans who are rxjnessential to the 
operation of a vessel. Traditionalf/ used to hoW passengers. 

CRYSTAL-FAX: 

Information burned into a crystal, used as a lasting storage mediura . CJ- 



I: C3LOSSARY OF TERMS 

DiMENSlON-SET: 

Any Object in normalspace occupies three physica/ and one time dlrrvn^inn 
These four defining dimensions are called a dirSnsionSS ^'"^"^ion. 

DOCKIfJG ADAPTER: 

^Sl^^fh^^^S^""' "l"^ '^'P- ''^^'^ ^ another ships 

^ H °f*""5 ^'^^Pt*^- transfer of goods and personnel canbe „ J 

duaed without using breathing equipment ^ ""c. can oe con- 

ECUPTIC: 

Imaginary plane on which all of the planets in a starsy^tem ride. See STARSYstem. 
ECM: 

See ELECTRONIC COUNTERMEASURE. 
ELEC71ROMC COUrjTERMEASURE: ' 

Commonly referred to as ECM. ECM is the process of Interfering with missile 
gu.d^nce systems. Use of ECM greatly reduces the chance o7be%^c?S a 

FAX-SHEET: 

Any printout from a computer. A facsimile. 
FRANKUN LABORATORIES: 

A major industrial force behind the space effort a holds a// the major patents for 

^nSEl'?'^ ^"^^ "^"^ 5P3««''g-*^ componeTO. Its vimSl 

monopob^ dunng the opening years of starflight enabled It to gain a hold in ever, 
aspea of the spacing indusoy. Often spending as much as 65% of its yearV 
rncome on research and development Franklin Labs has greatly aided colortes of 
^J5°"'iS«"^^ Expansions in creating viable ^K>m;compani«c?pt 
ble of acK/anced technical achievements. 

GASEOUS: 

A planez whose atmosphere is much too dense to breatfi Typically lack a sable 
surface, composed mainly of ice with a strong surface gfav<ty!^Uni?»habltabl? 

HAS/TABLE: 

A planet which can support human life. 
HAB/TABLE ZONE: 

f^u^*^'^' ^"'""^ ^ '^^''^ P'^"^" '^^'^ ^" ^"PP^'^ "^^ 
HIGH DEF/NmON SCANNER: 

^'^i!" ^ detailed picture of the object being scanned. Usually used for space- 
craft identificatioa 



APPENDICES 




CSLOSSAHY OF TERMS 



HYPERDRfVE;' 
HYPERSPACE: 

or maner except vvhen spac^raft arf t^^T'" '^"'^'^ ^° ^ ^''^ 

matter/energy ^nifacis have <^r Sren fo^fj '^o 
from hyperar^^propelled spac^rafc '^^'^"^ "^^^^ 

HYPERSPACE BOOSTER- 

^vperspace entry energ/^^^^^^ '^'^^^^ °^ to add to the 

to be traveled. One of^^^l cNef^SLT.T^ f "'^^ ^'^'^"«s 
assisted crave/ is stna^ one ^ '^'"°^"«g« of the booster is that booster- 

jruEfrriAL compensator- 

m^e'ec^ o?-nS^^^^^^^ ^ Jter/or of a spacecraft from 

mus protecting the occupants from undue wear-and-tear. 

KLEPTWIR: 
LANDER; 

LASER PROJECTOR: 



LIGHT-YEAR: 

The distance light covers in one Standard 
cers or 6 tri/lion miJes. 



MASS L/MfT: 

Anything above a certain mass cannot 
this value. * 



year: approximately 30 trillion kilome- 
enter hyperspace; MASS LIMIT refers to 



MASS STORAGE: 

A peripheral de^.•ce for the computer which stores programs. 




1.22 



APPENDIC E 
I: GLOSS ARV OF TERM 

MISSILE LAUNCHER: 

The aaua, d<rv,« wr.ch rc^.ases the missife and provides Initial course guidar 
M/SSJLE RACK;. 

NORJWALSPACE- 

'°' -^'ch is tn. space Of 

ORBITAL SCAWNER- 
ORBITAL SHUTTLE- 

5600 .r„. Co^f„Sn?Sc":j'°« ran"?S 
ORE I: 

Genenc term referring to me-^. such as iridium, titanium, and paiadium. 
ORE If: 

Form or processed si/icon used in making Da.istic transfer computer chips. 
ORE HI; 

Nonspecific term referring to meta/s simi/ar to composition to steel. 
ORE IV: 

Combination of the two radioactive isotopes of hydrogen. 
ORE PROCESSOR: 

Portable mining device, used to extraa Ores l-IV from surface rode It ha. urt,^ 
defense capab,l.ty and the site on which it mines must b^ rSS^^t a^S ^Td 

ORE STORAGE: 

The area in the ship where ore is stored. 
PART: 

A device which can be used aboard a spacecraft See SYSTEM. " 

PROCESSOR: 
See COMPUTER. 
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■ • 

PRODUCT: 

Any or the items available for purchase on a Buyer's Board. An item from the 
Buyer's Board. ■ 

RESCUE POD: . 

Large plastic bubble with a 2 hour air supply for up to 20 people. Often used by 
pirates for personnel transfer in lieu of docking. 

RESOURCE SCANNER: ' 

Used to scan planetary surfaces for traces of Ores I through IV; indicates opti- 
mum mining sites. 

SHIELD GENERATOR: 

Has limited capability to repel matter and energy. Used to protea a ship from 
attack or other hazards. 

SiZE: 

A charaaeriscic of a part; the number of hulls required to house a particular part 
STA/7PORT: 

Giant landing field and trading post A starport is laualh/ the economic center of 
a planet. Many services are available at a starport ranging from trade to orbiter 
maintenance and refuelling. The onfv place where an orbital shuttle may safeJv 

land. • ^ 



STARSYSTEM: 

A term referring to the total colleaion of planets orbiting a star. The volume of 
space enclosed by the orbit of the outermost planet ' 

SUB-C: 

See SUB-UGHT. . 
SUB-LIGHT: 

Below the speed of light. Usually refers to travel betvi/een planets in the same 
starsystem. 

SUB-LIGHT DRIVE: 

Term referring to the engines a spacecraft uses to travel about in normalspace. A 
sub-light drive cannot propel a spacecraft faster than the speed of light. In this 
age they are used solely for mane;jvering inside starsystems. 

SYSTEM: , 

A part used to perform a particulaj' funaion. The hyperdrive motor is the hyper- 
drive system. A part. J 




APPEND ICE 

I: GLOSSARY OF TERIV^ 

VlSIBfLfTY: 

The measurement of relative size. A system may take up 5 hulls (size 5! 
because it is in a seaion of- the ship which is surrounded by other section 
sea/on v/.sibil(ty lower than 5/ it is very difficult for a theoretical outside obse 
to see. A lower visibility means that a part will stand less chance of beino hi 
enerryfire. ^ 

XIRAE: 

Native inhabitants of the planet Baiioisol (the on^ sapient alien race in the L: 
Group). The Xirae are an ancient race, whose past high culture was destroye^- 
untcnown forces ovrr 100,000 years ago. 

XIRAEN: 

i Of or percaining to Xirae. 
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APPENDIC ES 
J: UnjIVERSE BULLETIM 

The Universe Bulletin Board System is provided for 
^g.«ered owners of Omn,tren?s Univefse^ou^ 

verse with a medium to exchange ideas and e-xn^ 
: nences w,th other p,ay,ry m addit.on ne^^r^S 

' nrj^rT""" ^"^^^s^^elated produce iSn tS 
; p/aced on the Oul/etm board. ^ 

The bufletin tX3ard mav hp ;»rr*.croH 

«: ""^-KO^i 658-691 7. during the to/lowing omes: ' 

Monday through Friday: 7 pm to 9 am 
Saturday: 3 pm to Midnight 
Sunday: Ai/ Day 

me times i»sted above. The bufietin board wiH beoin 
^ prompting you for your username and ^i^rd 

tSn S.ri ^^9*^^^^^'°" to Obtain thi^lS^ 
t^on. Note that when you enter your password 
numbers are not echoed on the screen ThSTS'heS 
•nsure the secrecy of your password. ^ 

An on-line help facility is citable to assist vou in' 
using the bulletin board You w,il be altowed^ 
hours of connect time per month on the s>S^ 
account w,/l be established immediately o^rSS 
your registration card. 'ctapcor 

v^e Vo "'rf,!'" ^'"f" ^""^'^ ' co'"P'e'T,entary ser- 
rTsen^. ^""'^^'''^ Omnitrend Sofrlrare 

eserves the right to discontinue this service at any 
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Amphib assault 

program 

Armor, cfew . . . 
Assault capsule 

Autodonor ... 



Bridge ... 



Cargo hold 

Cargo, illegal 

Computer 

Computer Program 

Converter 

Coordinates, gaiaaic . 
Coordinates, planetary 
Coordinates, solar — 

Crew quarters 

Cryogenic vault 



3.8, 
3.4, 
.3.4, 
1.19 
3.5, 



D.12 

5.5. CM I.J9 

3.10, 5.12, 5.13. C.a 

5.5. C.9. 1.19 



5.16. C.4. I.I9 



3.4. - 5.14, C.8, 1.19 
6.1, G.17 

3.5. 3.8, 3.9. 5.17, C.IO, I.I9 
3.8, D.I2 

3.1, 3.13, C.5, 1.19 
5.1, A.1 
3.7, 5.3 

3.6. 5.2 

3.5, C.IO, I.I 9 
3.4. C.9. 1.19 



Defense program 3.8, D.12 

Docking adapter 3.2, 5.5. C5, i.20 

Docki.ng program 3.8, D.12 

Elearonic 

countermeasure 3.3, C.8, 1.19 

Exchange rates, ore 6.4 

HRS# 5.4. 5.11 

High definition 

scanner 3.2. 5.4, 5.11. C6. 1.20 

Hull 5.8. 5.10 

Hyper navigation 

program 3.8, 5.1. D.12 

Hyperdrive 3.1, C.4. 1.21 



MafKti program 
Mass storage ; . . 

Menus 

Missile launcher . 
Missile rack 



. 3.8. 5.14. D.I2 
. CI!. I.2J 
.3.12 

. 33. C.7. 1.22 
.3.3. 5.8, C,6. 1.22 



Orbital scanner 3.2. C.6. 1.22 

Orbital shuttle 3.5. 5.14. 5.15. 6.2.''6.4 

6.7. C.9. 1.22 

Ore processor 3.4. 3.10. 5.12. 5.13. C.8, 1.2 

Ore storage 3.5. C.IO, 1.22 

Part 5.8. 1.22 

Pan^, removal 5.6. 5.7' 

Parts, xt^dAt 5.6. 5.7 

3.4. 3.11, 6.6 

Priority 5.4. 5.17 

Produa illegal 6.1, G.I7 ^ 

Program 3.5, 3.8, 3.9, 5.8, 5.17, D.I2 

Provisions 4.4, 5.9 

Rescue pods \ 3.5. 5.4. CIO, 1.23 

Resource program 3.8. D.12 

Resource scanner 3.2. C.6. 1.23 

Scanning tjeacon 3.2, 53, 5.11 

Shield generator 3.3. C7. 1.23 

Shuttle control ' 

program 3.8, D.li 

Sophistication, diydodc ... 5.7 
Sojshistication. planetafy . . 3.11. 6.3 
Sophistication, produa . . . 3.11, 6.3 
Sutx navigation 

program 3.6. 3.8, 5.Z 53. D.12 

Sub-light drive 3.1, C4, 1.23 

System 1-23 " . 



Immigrants 3.4,3.11.6.6 

Inertial compensator 3.2, C.5, 1.21 



Laser 

Loan, repayment 



.3.3, 5.4. C.7. 1.21 
..4.2 



Timeshare 3.9. 5.17. D.12 

Visibility H.18, 1.24 

Weapon program 3.8, 5.4. D.12 



LOCAli'GROUP MAP 

• 

1 



y 




Absolute Coordinates 



QUICK REFERENCE CARi 



' Mining Sites 
PROCESSORS- - 



Processor 
Loading 



Descent Gr/d 



M(ni,-!g Screen 



ASSAULT Ass^iuJr Sites 
CAPSULES 



Seiea Landing 
Zones 



Descent 



Batt/e 



KEYPRESS 
OPTION 

STAi?T 
SELECT 
I... 5 

<ESO 
<L> 
I... 5 

0.\X/,E.R.T 

<o 

1...A 
<5> 
<L> : 



OPT/ON 

START 
SELECT 
I... 5 

up arrow 
down arrow 
'eft arrow 
right arrow 
SELECT 



I... 5 
Q.W.ER.T 



I... 5 



Mowss arrow to next 
nvning site. 

Exit Ore Proceaorx. 

Use sdeaed landing ste. 

^nge toad status of 
Ore processcrfsj. 

Exit Ore Processors. 

Launch Ore Pn^cessorfsj. 

Change descent status o/ 
Ore Processors. 

for Ore Processors }-£. 
Select Ore Pnocessor 
receiving commarxls. 

M/ne Ore ;-4 on se/eakJ 
Processor. 

Stop aH mining on 
seleaed processor. 

Ai/ Ore Processora return 
to main sh^ 

Move arrow to next 
landing site. 

Exit Assault Capsules. 

Use sefected landing $.»t-. 

Change load satus of 
Processors J- 5. 

Move dot one square up. 

Mowe dot one sqtare down. 

Mowe dot one square left 

Move dot on- square right 

Land current Assauft Ca;> 

sule on this .zone. AdvarT 
ces to next one or 

launches if no mor«. 
Change descent status of 
Assault Capsule J-S. 

Get a landing site reading 
tor Assault Capsule hS. 

Return Assault Capsule 
J-5 to main ship. 



QUICK REFERENCgfaAR r, 

sua-ssco. cu,„.^,,,^, ^^^^^ 

PLACEMENT', C:omputer dispteys 

"Sectioa* " 

r\um input 

Conputer displays " • 
"Ouan: " 

num input 

PARTS fsameasabcx^j S^^^^ 

PLACEME/VT Computer displays 

"Section; " 

num input 

Vou havt entered a sec- 
tion number 

num input 

{S3m^ss^t^) Q^,^^ 

(same as above) SELECT 

HIGH ("measabovej ST^^ 

DEFiNiTtON display is "Scan 

SCANNER "^^'S-f , . . . 4 

display is -Scznner 
Mag". . . . 

up arrow 

^''"''^'^tK^} down arrow 

f^me as abovrj ^^^^ 

3D picture and data are 

^'^^'^^ START 

if display is -Zcan 

"9^'"^ ■ y/N 



PUNCnON 

Selects section of ship to 
place hulls. 

Enter quantity of huJis. 
Exit Hu« Placement. 

Enter section number for 
part placement 

Enter a new section 
number. 

Mowe backwards to pre- 
vious part 

Moves forward on part 
Exit Part Wacement ' 

Computer asks for 
nTagn/flcatioa 

Increase scanner magnifi- 
cation tjy 10%, 

E>eaease sanner magnifi- 
cation by 10%. 

Begin scanning target 
spacecraft 

i 

Go to -sian againr 

<V> returns >Du "Scan • 
Target- <NJ>bdts 
secdoa 



SECTION SUB-SECTION 
Programs 



Weapons 



Crew 



Provisions 



Armor 



QUICK REFERENCE CA Rf 

CUmENTCSPLAY KEYPRESS FUNCTION 
"PROGRAMS" is 

highlighted ■ 

^ nun, input Enter the number of the 

program >Du Wish to buy 

, ^^P"^e'■<^^spl^^5 the cost 

"WEAPONS" Is "S^nn. 

""'"'"P"^ Enter mlss/.e number arxJ 

quantity. Computer a\s- 

(same as above) Belt Weapons, 

. "WEAPONS" rs high- "/t^^eapons. 
/ighted and cost is 

f""^ Of^ON /^.-npurcha^. 

CR.^,sh,ghl,ghted... num input Enter number of crew to be 

, ^'■<^- Computer dlspiafvs cos 

(same as above; return Exit Crew 

"CREUr is highJighted 

and cost is displayed omoN Abort Wring. 

[same as above] cci prr u- ^ ^ 

' iELEGT Hire the displayed Quan- 

tityofcrsw. 

"PROVISJONS" is 

'''^^"^'^^^ ""'"W Enternumberofprtjvf. 

! sions to be purchased. 

' srrr"" 

"PROVJSJONS" is high- - . 
/ighted and cost is 

''''^'^ •••• OPTION Abortpurchaseofprovfsions. 

(same as above) SELECT Purchase <&pteyed quan- 

"ARMOR-is ^ofpr^n^ 

''^'''ahtf^ num input Enter type and quantity of 

armor. Computer displavs 
cost 

(sameasabov^j l^ETVRN Exit Armor. 

"ARMOR- is high/ighted 

and cost is displayed OPTION Abort purchase. 

SELECT Purchase displayed quan- 

ti^ of armor. 



QUICK REFER EKinP CARD 

SECTION SUB-SECTION 



PARTS 

REMOVAL - 



CURREFJT DISPLAY 



PARTS 
PURCHASE 



Psra 



Ore /V 



Hulls 



"PARTS" Is highlightsd . . . 



KEYPRESS 
SELECT 

OPTION 

space bar 

START 
OPTION 

SELECT 

START 
num input 



(sameasabcx^j ^^^^^ 

"PARTS" is highlighted 
and part cost is 

^'^P^^ OPTION 

(same as atjove) SELECT 

"ORE /V is 

highiiahtsd 
^ ^ '^"^ num input 

(sameasatjo^^) ^^^^ 

"ORE tV" is highlighted 

and cost is displayed OPTION 

(same as above] SELECT 

"HULLS" is highlighted ... num input 

(same as abowe; RETURN 

"HULLS" is highlighted 

and cost Is displzyed OPTION 

(same as above] SELECT 



FUNCT70W 

'^c'^'aw pointer to next 
systems. ' 

R^rses pointer to pre- 
^'•ous system. 

the cumrnt sys- 
tem's statusL 

Exft Pans Remo^/a;. 

AdvBfKes pointer toY>&a 
section. 

HighiJght a section for 
input 

Exit Parts Purchase, 
'nput system; part 
numocr. and quantity if 
necessary. Computer dis- 
plays part cost 

Exit Parts. 



^^its purchase. 

Purchase the displayed 
pan. 

Input number of units of 

Ore JV to purchase. Com- 
puter cSspi^ cost 

Exit Ore IV. 

^^iion purchase. 

Purchase displayed quan- 
tity of Ore fV. 

Input number of hulls to 
purchase. Oxnputsr dis- 
plays cost 

ExftHuHf . 

Abort purchase. 

Purchase dlsplaryed Quan- 
tity of hufls. 




SECTION SUB-SECTION 
PROGRAM. 

CONTROL .r 



QUICK REFEREfSj© 

CURRE/VT DfSPLAY 



VFUNCtib 
•ExttProgn 

• ;MoMe li 



BUYERS 

boa;?d 

POfTTMASTER 



KEYPRESS 
STAJtJ 
up arrow 



down arrow 



OPTION 
SELECT. 



<ESO 
0...9 

<ESO Exit Pot 

up arrow . •,--'^*^Movi? 

down arrow' •• Mbve 




Change Orblter 



SELLER'S 
BOARD 



Remove item 




Item Pricing 



V 



Q U.l G K: E F E R EN C E CARD 

SECTION SUB^SECTION CURRENT DISPIAY KEYPRESS 
MONEY . ^ccr-^ 
EXCHANGE •■- <^t^<^ 

<£> 
<7> 

Exchange <I> 

<2> 

Xchng 

Ore-Cred/ts . 

If computer Is displaying 

"Number of Credits?- .... num input 

If computer is displaying 

"Units of Ore?" num input 

^chng If computer is displaying 

Ore^-Ore "Exchange which 

^^^er ,...4 - 

if computer Is di^laying 

'To which Ore?" ! . . . 4 

Tranrfer if computer is displaying 
"Xchng from vAvch 
Oft>iter7" f . . . 5 

if computer is displaying 

'To wfTich OrtJiter?" | . . . 5 

CONTRACT <rF^r-5> 
HOUSE 

I.. .5 



* ■' hit *•.'■. • 

..~.*iv.v.fc.vir:'.*--.''>---' 

Exit Monev. Pxrii» nn^. 



Exit 
G01 

Go to .TrarBfeK'vr'7^- ^ •■ • 
<3o toXchr^ breiCnsd/c;^- 

Errter nurniier 'ol^'oTK^ts to 
be eaccharigedfbr Ore, ■ - ■ . 

Enter units of Ore to be " ■ 
exchanged.fon credits; •.•„' • 

• '■' ^: -ii;:.-; -<'\t'\v , ■ , 

Enter Ore to ewjiange > w ' 

front ' . W;'";-.- ■ 




Enter cft>iter t5 remove . 

Ore fro^^U'.*''''^l^»l/«'*.:i •■■^ - 

Enter orbltertoplit Ore-^' 

Exit CortiraaWoutti.'?^^ ^ V 
Select— • 



• .■»'• »•; » i • 



QUICK REFERENCE CA Rn 

SUB-SECTION CURI^ENT DISPLAY 



SECTION 
CARGO 
MANIFEST ~ 



LAUNCH Load Orb/ter, 
ORBFTERS 



REPORT 
STATUS 



if "ENERGY- is 
sefeaed 



!f "CRBxr- is sefeaed 
i fORE" is selected .. 



If "PSNCR" is seleaed 



Once arbiters are 
launched ... 



KEYPRESS 
up arrow 
clown arrow 
I. ..5 



<0> 

SELECT 

OPTION 
START 

<ESO 
OPTION 

SELECT 

num irtput 

SELECT 
num input 

num input 

START 
1...5 

OPTION 
SELECT 



If computer is displaying 

status of a section START 



Mov« arrow pointer up. « 

MowB arrow pointer dowa 

'^^o^ cargo tern on 
pointer row onto Orbta/ 
ShLfttleJ-5. 

Moves cargo item on 
pointer row into caroo 
hold. ^ 

Scroll manifest down one 
line. 

Scroll manifest up one line. 
Exit Cargo Manifest 

Exit Launch Orfalterx 

''^'^^'a^ to next section 
and highlight 

Char^ currerrOy Nah- 
iighted area. 

Enter percentage enercv 
to load. ^ 

Crew load satus cfianges. 
Enter quantity of Ore to 
toad onto orttter. 
Enter number of pas- 
sengers 5o lead onto 
ofblter. 

Launch orttters. 

Charge descent status of 
ortjiters 1-5. 

Mos/e arrow to next 
selection. 

Display satus of seleaed 
system or exft If on 
• EXIT • *" 

Retum in Report Status 
menu. 



QUICK REFERENCE CARD 



SECTION SUB-SECTION 



CURRENT DISPLAY 



KETPRESS 



FUNCTION 



SUB-L/GHT. Select Scale 
DRIVE ' .C 



Solar Scan 



Planewry Scan 



START . 
OPTJOIM 

SELECT 

START 
OPTION 

SELECT 



If cursor is next to "R." 

and you wish to skip 

manual entry RETURN 

If cursor is next to "R:" 

and you v,nsh to manual^ ' 

enter coordinates num input 



If "DESTINATION 

SELECT- START 

(same as abov/e) OPTION 

(same as abowe) SELECT 

If "TRANSFER 

CONFIRMATION" START 

(same as above) OPTION 

(same as atxDve) SELECT 



Exit from DrK/e Systems. 

Choose between plane- 
taiy and solar scale. 

Scan on the displayed 

Return to Select Scale. 

Choose between 
destinations. ' 

Transfer to the current 
object 



Skips manual entry of 
destination 



Enters radius. Continue to 
enter coordinates until the 
corrpoter displays 
"TRANSFER 
CONFORMATION." 

Return to Select Scale. 

Advances to next 
destinstioa 

Calculates transfer orbit 

i 

Aborts transfer, acJyances 
to next destinatloa 

Enables/disables visual 
transfer. 

Executes transfer and 
returns you to Select Scale. 



ABBREVlATIOfMS USED IN THE QUICK REFERENCE CARDS: 

num Input NurT»eric input " . 

Type in a number (either positive or negative) arvJ press <RETURN>. 

RETURN , <F>. <ESO, etc Press the key with the same label 

1...5 , 0...9 . etc Press any of the keys from the first number to the second. 

0.\X/.E.R.T Press any of the keys listed. 

up arrow . left arrow , etc. . . . Press the correspondir>g arrow key. Do not use these keys In 

conjUiXlion with the <CRTl>. <COfvrn?OL>, or <SHIFT> keys. 
Y/N Press either the Y (for yes) or the N (for ro) key. 



QUICK REFER ENCF RAPr^ 

SECTION SUB-SECnoW CURRENT DISPLAY KEYPRESS 

HYPERDRME', Loca/ Group 'KEYPRESS 
'Ch?rt ■ up arrow 

down arrow. 

if "V" co/umn has "Y" on 

same line as cursor OPTION 

if cursor turns into a ">" 
on/ineas-X." ofTION 

If cursor is a on the 

line with "X" 

^ num input 

If cursor is a on the 

line with -X-" and you 
'Tave entered 

coordinates SELECT 

If cursor is on any other 

""^ ••. SELECT'" 



Locpi Group 
Map 



P'anetary Bodies 



OPTION 

SELECT 
STAi?T 



FUNCTION 

Move cursor up one line. 

Move Ofrsor down one 
fine. 

Go to Planeta/y Bod/es. 

Computer b now reacy 
for manual numeric input. 

Enter Ky. andz 
coordinates. 



Computer calculates a 
^M>erspacejunp and • 
goes to Local Group 
Mapscneea 

Cotpputer calculates a 
hyper^jace Junp arvi 
goes to Local Group 
Mapscreea 

Return to Local Gtoud 
Chart. 

Execute l^rspace Jump. 

Return to Local Group 
Chart 




QUICK REFERENCE CARD 



SECT/ON SUB-SECTION 
\X/EJKPONS 



Target Select 



Laser 
Missiles 



Emergency 
Overload 



CURRENT DISPLAY KEYPRESS 

If the bottom of the screen 
is blank <T> 

{same as abovr) .<L> 

(same as above) <M> 

(same as abo\«) <o> 

(same as above) <D> 

(same as above) START 

Computer is asking for a 

target I ... 4 

"Viewmag?" up arrow 

(same as above) down arrow 

(same as above) RETURN 

"Visual Damage?" y/N 

"Confirm" <c> 

Computer lists all missile 
types and current stores 
of each ... 9 

"SaKo Size?" num input 

"Confirmr <0 

<o> 

<R> 

Computer is displaying 
overksad countdovvn <A> 



Dock/Boarding "Number of boarders? .. . num input 

Computer is displaying 

the boarding Dattie <R> 



FUNCTION 

Selea a target 

Rre laser. 

Rre missile($). 

Go to the Emergen^ 
Systems menu. 

Dock with target 

Exit from Weapons. » 

Selects target 

Increase tacdcaJ viewer 1 
magn/fJcation by 10%. 

Deaease tactical \Ae'^/er 
magnification by J0%. 

Begin tactical high defirfi- 
tion scan. 

Select flashing dama^ 
di^lay. 

Laser lodc-on a>nfimTed; 
fire laser. 



Selects a missile type. 

Select number of missiles 
to fire in saho. 

Confirms kxic-on and 
firing. 

Overload I'^perdrive. 
Launch rescue pods. 

Aborts countdown to 
overbad. 

Enters number of crew to 
board target sNp. 

Retreat back to main ship. 



J) 



QUICK 

SECT/ON SUB-SECTION CURRENT DtSPUKY KEYPRE^ 
TRAVELER'S • 

TERM IN US <ESO. 

<L> • 

, ^ <U> 
Load Travs if computer is dJspIayinq 

'UWch Orblterr .... i.._5 

/f computer Js displaying 

"How many passengers r num input 

Unload Travj If computer is displaying 

^^XA^ich Orbiter?" j 5 

.'f computer is displaying 

"How marv passer^ersr num input 

DEPARTURES 

<ESO 
<R> 

<F> i 

<B> 
<l> 

"^P^'^ I. ..5; 

Computer Is displayir^ 
I "Repair how mary 

I P°'"='" num input 

1...5 

Computer Is displaying 

"How much energy?" pum Input 

Board . _ 

Ascent , 1...5 

I... 5 




Go to.Ltmdrr^i'i^i^'^iP 

_■■ •-■i.'<vl-»'iU<0Djl«4iib.:-'«J ' 



tnter.prbtertt) kaad jsas^^^- 

Entermimbi/^fpa^^^^^^ 
Kngers to- toa^onto"^^ 



Launch 6>tiyr^t3o fi3-^>~ 




.. — ■■«v.-*»,fciw» 




CSAME STRUCTURE 



Universe is distributed on four disks entitled Cof 
struaion. StarpofT. Flight I. and Right 2. Thrc" c 
these disks. Construaion. Starport and Flight I ar 
bootable. During play, a fifth disk is created entitle 
Player Disk. The rest of the package consists of t^. 
manual, quick reference cards, and the registratic 

As a registered owner of Omnitrend's UnK-^rs" y: 
are entitled to 2 hours per month of free time on W 
Unfverse bulletin txsard. Informadon on how to acce' 
.the system can be found in Appendix J. 



J 



/ 



